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Agent Frank McBain is dead...but 
why did they pin it on you? You've 
just 96 hours to find out...crack an 
international spy ring...and prevent 
an INTERNATIONAL DISASTER. 


Y ou're American agent Mason Powers 
and you've just intercepted an ultra 
secret message about an international ! 


COUIKiX^yn 




GRAPHICS"'^ ^ 

Interactive Movie of - 


Espionage and 
Intrigue ^ 


terrorist group. Just as you're 
about to brief CIA Section Chief, V ' A MOTION 
Frank McBain, everything goes ^ IVIW 1 ItJlM 

black...and you wake up in a 
remote prison hospital in t 

Turkey...with no memory of 
what happened and charged with 
the murder of Frank McBain! 

Who set you up? Who is trying to 
kill you? And why do you feel such intense 
urgency? The Countdown has begun...and 
you'd better find the answers fast. 

If you break out of the hospital you'll set 
out on an interactive adventure of intrigue cmd 
espionage taking you from Istanbul to 
Paris...with both agents and terrorists in hot 
pursuit. Interview different characters which 
converse, animate and respond (some 
actually talk!)...use your hand held computer 
to search for key evidence...gain valuable 
clues in realistic Motion Graphics flashbacks! 

But can you complete your mission in 


Ml 


time to avoid global disaster? 

Motion Graphics* 

Countdown is brought to you by Access 
Software. . . the same madmen who brought you 
Mean Streets. You'll experience movie-quality 
Motion Graphics action...with 256-color 
screens that bring new meaning to VGA. Add 
RealSound high-quality digitized sound 
effects and you've got an interactive movie 
that will involve you totally...mind, body and 
soul. 

Start the Countdown...and live the ultimate 
interactive movie. 


y e> 


r SOFTWARE INCORPORATED 


*So Realistic, you’ll think you’re there 

Countdown features breathtaking Motion Graphics.. .combining stunning 25&<olor 
movie<juality graphics with the revolutionary technology that gives 

you astonishing digitized sound effects, music and speech without haMware. 
Countdown also supports the major sound boards. 



Actual 256Color VGA Screens 


To experience COUNTDOWN, 
visit your retailer or call 


@ 1 - 800 - 824-2549 


TOLL FREE 

rs only) or clip and return the order form 


r SOFTWARE INCORPORATED 
545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 


ORDER FORM 

DYES! I want to clear my name and prevent a Global Disaster... with the breathtaking 
reality of Motion Graphics 256-color graphics and digitized sound effects. Please rush me 
my copy of Countdown. Satisfaction Guaranteed. 


H 5 1/4-inch Disk □ 3 1/2-inch Disk 
I J I've enclosed $59.95 as payment in full. 
D Charge this order to my. 


D VISA LI MasterCard r.l American Express cjty 
Card No._ state 
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EDITOR’S NOTES 

NEW TITLES AND MORE REVIEWS 


We've just returned from the 
Winter Consumer Electronics 
Show (CES) in Las Vegas, our 
bags stuffed with press kits, 
screen shots, and notes on new 
PC titles introduced at the show. 
Most of this issue's contents 
were already to bed when we 
returned, but we've included 
coverage of many of the games 
we saw at CES in 'The Desktop 
General" (p. 48) and "Guide- 
Lines" (p. 74). We're already 
making plans for our next issue, 
and many of these new games 
will be reviewed. 

On the subject of reviews, 
you'll notice in this issue that 
we've included more game re¬ 
views than we've ever had in 
any issue of PC Strategy Guide. 
By making a few adjustments 
and introducing one-page re¬ 
views, we've nearly doubled 
the number of games usually 


reviewed. We're delighted to 
offer more coverage of the PC 
game market, and we plan to 
include this expanded review 
section in all future issues. 

As we continue to look at 
the steady stream of new PC 
games and bring you as thor¬ 
ough coverage as possible, we'd 
like to hear other opinions 
about the software — namely 
your opinion. If you see a re¬ 
view you'd like to comment 
on, drop us a line. If you'd like 
to make a point about an 
opinion expressed by one of 
our columnists, let's hear from 
you. We'd like to publish your 
responses in the magazine. You 
play the games, just like we do, 
and your opinion counts, too. 
Mail your comments to: Letters 
to the Editor, Game Player's PC 
Strategy Guide, P.O. Box 29364, 
Greensboro, NC 27429. 

Lance Elko 
Editorial Director 
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• Recycled industrial waste 
becomes fantastic plastic ■ if 
you can keep your cool. 

• One wrong squeeze of paint 
and you 'll turn Artoo Deetoo 
green with envy. 

• A squirt of glue, a whack in 
the head, and a toy is born. 

• You probably won't need the 
automatic quality controller, 
because you'll never make 
mistakes. 

• Pack'em up, ship'em out, 
make a bundle, and go home. 


VyORKNG 
IN THIS 
TOYE^ODRy 
HAS ns 
UPS AND 
DOWNS. 

Tired of the same old 9 to 5? Then it's time to punch in 
for the Night Shift ™ at Industrial Might and Logic. And 
take control of the wackiest, wildest, toy-making machine 
you've ever imagined. 

Here's your chance to punch out DarthVader.™ 

Or Luke SkywalkeiJ' Indiana 
Jones™ even Zak McKracken™ mini¬ 
ature dolls of your favorite Lucasfilm 
characters. But make sure you get 
their heads screwed on right. Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes to complete. But the 
better you get, the tougher your job 
gets. Bigger Quotas. Pesky lawyers. 

^ Furry pests. And of course ||||^ACC|| 
the machine hardly ever 
breaks down. 
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ntroducing Spirit of Excalibur, 
the first-ever Fantasy Epic Game! 


A Fantasy Epic Game is a synergistic blend of traditional 
Fantasy Role-Playing, adventure and combat simulation, 
for an experience greater than the sum of its parts. 

Spirit of Excalibur is set in the richly detailed world of 
mountains and rivers, townships and cities, castles and 
ruins of medieval England. More than 2.5 megabytes 
of dazzling artwork illustrate your journey. With add-on 
sound boards, powerfully orchestrated music will carry 
you away on a sea of enjoyment as you search for objects 
and solve the puzzles. 

Roam at will across the 16-screen scrolling map 
of Arthurian Britain, Use the Icon-based interface to 
check character status, zoom down to the scene level 
or up to the map, and give directional commands to parties 
or forces. You can enter, talk, take, trade, drop, attack, 
and even use magic at the click of a button - no unwieldy 
commands to memorize or key words to ferret out. 

As in the best FRPs, the knights and lords, wizards and 
clerics of the court of Camelot are yours to befriend and 
command. As they undertake their quests, they can 
interact with the peasants, warriors, maidens, nobles, 
bandits, and other folk of the time, growing and improving 
their abilities and skills. 

Spirit of Excalibur also provides^ opportunities for the 
tactical planning of a combat simulation. Move troops 
to strategic points to harry or delay invade^ettajm^ 


^a^^^^mcdu^’arch ensure that this, at last, is the 
definitive game on Arthurian legends. Now playing only 
on powerful computer systems for discriminating 


MS-DOS version supports these fine sound boards: 
Roland MT-32, Adlib, Covox, CMS. 

Screens taken from IBM VGA and Amiga versions. 
For IBM, Amiga, Atari ST, Apple lIGS and 
Macintosh computers. 

Suggested price $49.99. 

Spirit of Excalibur' is a trademark of Virgin Mdstcrtn 
International. Inc. 
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FIRSTLOOI^ 


THE CARDINAL CHAMBER OF THE 

OF THE KREMLIN SCI-MUTANT PRIESTESS 


Once you get past author Tom 
Clancy's self-serving "For¬ 
ward," an embarrassing plea 
for Americans to throw more 
money into S.D.I. (and, by 
implication, to keep buying 
Clancy's books), you find that 
Capstone's Cardinal of the 
Kremlin is a solid, believable 
adaptation of the novel. Game 
follows book pretty closely: A 
highly placed CIA agent ("The 



Cardinal") uncovers a Soviet 
project called Bright Star, a laser 
defense system capable of 
knocking down incoming 
missiles. At the same time, the 
U.S. is cranking up Project Tea 
Clipper to develop exactly the 
same kind of weapons system. 

In Kremlin, you wear 
numerous hats. You must 
successfully lead Project Tea 
Clipper, selecting the right staff, 
scheduling various stages of 
research and development, and 
maintaining security without 
keeping your specialists on such 
a tight leash that they bum out 
from the pressure. As CIA 
chairman, you have to penetrate 
the Soviet project, spread 
disinformation, protect your 
agents in place, and, if possible, 
throw monkey wrenches into 
the works. You also get turns 
mnning the National Security 
Administration, the FBI, and a 
bunch of mujahideen in 
Afghanistan. 

All this is handled through 


a Strategic Control screen which 
branches you into one sub¬ 
program or another as 
circumstances warrant. Each 
sub-program is loaded with 
data, graphs, and charts. It's a 
bit overwhelming at first, but 
Capstone has laid everything 
out logically — after a bit of 
stumbling, you'll start to play 
smoothly. The graphics are as 
good as they need to be for a 
game based mostly on graphs, 
testing data, and messages from 
various parties. The one 
exception is the occasional 
battle scene in Afghanistan, 
which looks silly and plays 
awkwardly. 



Perhaps the strongest 
element in the game is its sense 
of great unseen vectors of 
political and technological force 
colliding and striving behind 
the orderly parade of data. The 
real-time framework also adds 
tension. 

Despite the fact that the 
game's raison d'etre has been 
washed away by historical 
events, it still conveys a feeling 
of authenticity. Stuff like this 
continues to go on, of course, 
probably pretty much as it does 
in this game. Cardinal of the 
Kremlin is self-recommending 
to Clancy fans. It can also be 
recommended to game players 
with a taste for real-world 
espionage capers. 

—B.T. 




Your people have been 
leaderless since the vicious 
Protozorqs kidnapped the 
young priestess, Sci-Fi. The 
embodiment of all things good, 
Sci-Fi now languishes within 
the sacred temple of the 
Protozorqs. As the heroic 
Raven, you must infiltrate the 
temple in the guise of a 
Protozorq and rescue the 
priestess. 

Once you've entered the 
temple, you will go before the 
Master of Ordeals to undergo 
the five Ordeals of Deilos. Only 
by passing these tests, collecting 
the five skulls, and attaining 
Divo status can you hope to 
free the lovely Sci-Fi. Of course, 
being a member of the Sci- 
Mutant Tuners, you do possess 
rather impressive sci powers 
—from Solar eyes, which allow 
you to see in the dark, to the 
Brainwarp, which momentarily 
deprives a foe of all intelligence. 
You have eight powers in all, 
but you must use them 
sparingly lest anyone suspect 
your true identity. You may 
also use whatever objects you 
can find. 


Chamber of the Sci-Mutant 
Priestess from Data East does a 
nice job of depicting a future 
world turned upside down by 
nuclear disaster and in which 
the psychic powers of certain 
survivors have subsequently 
been enhanced. The graphics, 
while not up to the standards 
set by the earlier Amiga version 
of the game, are still good. And 
in the language and the 
situations there's a deliciously 
twisted sense of humor at work, 
making the game more 
enjoyable than other offerings 
in this genre. With a game 
named Chamber of the Sci- 
Mutant Priestess, weirdness is 
the order of the day. The bottom 
line is that it's a lot of fun. 

—CM. 


























DARKSPYRE 


DAS BOOT 


Fed up with humanit 5 /s follies, 
the gods of the Three Ways — 
War, Magic, and Intellect — 
erected a vast black tower of 
granite called Darkspyre. Its 
50 or more levels, filled with 
confusions and dangers, 
would serve as the ultimate 
test of mankind's worthiness 
to survive. Should 2,000 years 
pass without a single human 
champion being able to 
conquer the monolith, the 
human race would be 
destroyed in a cataclysm of 
fire and lightning. 

Many brave heroes and 
heroines have entered and 
tested their cunning against 
the perils of Darkspyre; none 
has returned. Now, it's your 
turn...and the 2,000 years are 
almost up. 

Begin by generating your 
character. You can distribute 
attribute-points from a pool, 
starting from scratch, or have 
the computer do all the work 
for you. Aside from its speed, 
the latter method can, once in 
a while, generate a truly 
exceptional character of great 
strength, agility, and 
intelligence. 

Spellcasting has been well 
thought out in Darkspyre from 
Event Horizon Software, with 
all the spells arrayed in a tiered 
format—that is, as a character 
becomes more adept at a 
specific type of magic, the 
spells in that class auto¬ 
matically upgrade to more 
powerful and useful versions 
of the same basic spell. 

Some interesting concepts 
have been worked into 
Darkspyre. For example: the 
first time you encounter a trap, 
the device or setup is simple, 
straightforward, and easy to 
spot — so you can get a clear 


idea of how things work. But 
the farther you progress in the 
game, the more devious and 
sophisticated become the 
permutations of that idea. 

Game play involves two 
screens: an overhead 3-D screen 
for moving around and a pull- 
up screen (not one of the game's 
better ideas) for stats, spell data. 



and inventory. You play a 
single character only — no 
parties — and you play in real 
time. The graphics are OK, and 
the musical score respectable. 

While there's nothing 
really new here (aside from the 
fact that you quest upwards into 
a tower instead of downwards 
into a dungeon), Darkspyre 
offers plenty of challenge for 
those who can't get enough of 
this type of game. 

—B.T. 



Das Boot (the book and the 
movie) is the best narrative of 
U-boat warfare in any 
language. Three-Sixty's new 
simulation takes its title, its 
inspiration, and a great deal of 
its intensely cinematic imagery 
from that source. 

Three-dimensional 
environments, including some 
beautiful Arctic sequences and 
some underwater shots that 
look good enough to be stills 
from the movie, impart a sense 
of you-are-there verisi¬ 
militude. A wide variety of 
missions is included, ranging 
from a tense passage through 
the straits of Gibraltar to 
sudden air attacks in the Bay of 
Biscay. There are even a couple 
of missions in which you can 
use your deck gun against 
small but important shore 
targets — something that 
happened occasionally in all 
World War II navies, but which 
seems to have been omitted in 
other simulations. 

There are seven active U- 
boat stations from which you 
exercise control over your boat 
and its crew, and exceptional 
care seems to have been taken 
to add realistic detail wherever 
possible. In the radio room, for 
instance, you have to send and 
decipher messages using the 
famous "Enigma" coding 
device. 

On the surface, you can 
con the sub from the bridge, 
leap down to the deck gun, or 


man the twin-barrelled 20-mm 
flak guns mounted on the aft- 
gun platform. This may, in fact, 
be the first submarine 
simulation to include anti¬ 
aircraft engagements, and these 
conflicts make for some hair- 
raising moments. The animated 
British and American planes 
circle like angry hornets, but if 



you're quick and skillful 
enough at leading targets with 
your tracers, it's possible to 
shoot your way out of a tight 
spot. 

The player can control the 
level of difficulty and may 
select from several types of U- 
boats. It would have been great 
if Three-Sixty had included a 
what-if scenario for the high- 
tech, snorkel-and-radar- 
equipped subs the Nazis were 
just starting to deploy at war's 
end — but you can't have 
everything. 

Our review copy arrived 
just before press time — hence 
this quick look at a massively 
detailed program. Next issue, 
we'll provide much more 
thorough treatment. First 
impressions are that Das Boot 
is deep and absorbing, with 
beautiful, creative (though 
quite stylized) graphics, 
remarkably good sound 
effects, and one heckuva steep 
learning curve as regards its 
multifarious controls and 
documentation. 

—B.T. 












FIRSTLOOKS 


IT CAME FROM THE DESERT 


LINKS 


Based primarily on the 1954 
classic giant-ant movie Them!, 
I.C.F.T.D. from Cinemaware 
plops you down in the fly¬ 
blown desert town of Lizard 
Breath. As a solitary geologist, 
you have 15 days in which to 
discover the ants, convince the 
skeptical locals that they're 
about to be turned into 
hexapod hamburgers, devise 
a strategy for saving the town, 
and finally, do battle with the 
critters, using everything from 
your personal sidearm to the 
tanks and howitzers of the 
National Guard. 

All the great cliches from 
the movie genre are in the 



game: a crotchety but lovable 
prospector and his mule; a 
disheveled, luscious young 
woman looking for shelter 
"after.. .something.. .happened" 
to her family; the skeptical 
National Guard general; the 
simpatico university scientist; 
and even a jalopy full of local 
drugstore cowboys who like 
to play chicken on the 
highway. 

The text-based, character- 
oriented interface — along 
with Cinemaware's clever use 
of "camera angles" and points 
of view (mostly first-person, 
with wide-angle cutaways for 
dramatic emphasis) — allows 
the player to act, and react, as 
if he were the leading man in a 
movie. The other characters, 
too, have their priorities, 
agendas, and personal quirks 


— some in sync with your 
objectives, some decidedly not. 
There are a number of sub¬ 
plots, too, some quite good. 

This game created a stir 
when it first came out. PC 
owners — particularly those 
who had seen the award¬ 
winning and sensational 
Amiga graphics — eagerly 
awaited their own version. 
And waited. And waited. 


Now it's finally here, and 
it remains a fine game; fun, 
fresh, easy to learn, yet 



challenging to beat. The 
graphics, however, are a big 
disappointment. No one 
expected the PC graphics to 
match the Amiga's in vibrancy 
and realism, but Cinemaware 
has chosen to release the PC 
version in drab 16-color 
graphics that look about the 
same in EGA or VGA. 

To make matters worse, 
Cinemaware has released the 
PC version in the same box 
used for the Amiga version. 
The screens shown are the 
sensational Amiga ones, but 
they're not identified as such. 
PC owners who buy this game 
with the logical expectation of 
the wonderful images seen on 
the box are likely to feel 
mightily ripped-off. Bad 
move, Cinemaware. 

If you can get past the 
disappointing graphics, 
however, this is still a hugely 
entertaining game. 

—B.T. 



The only two PC golf packages 
you need for your home 
software library are PGA Tour 
Golf and Links. Both are first- 
rate simulations that do a fine 
job capturing the total 
experience of golf. And where 
one falters, the other shines. 


you're likely to see on your 
computer for some time to 
come. 

Links also scores big with 
its game play. Unlike PGA Tour 
Golf, Links gives you options 
such as practice swings away 
from the ball, an unlimited 
number of mulligans, 
adjustments to your stance, 
and draw, fade, and chip 
shots. Programmers Vance 
Cook, Kevin Homer, and 
Roger Carver should be 
saluted for so vividly 
rendering this very realistic 
18-hole round of golf. 


Unfortunately, the pack¬ 
age comes with only one course 
(Torrey Pines Municipal 
Course in San Diego, 
California). However, Access 
promises more championship 
courses at a pace of about one 
course disk every two months. 

—B.C. 


Graphically, 

Links has no superior. 

The greens and 
fairways are lush, the 
scenery is dazzling, 
and game play is true- 
to-life. There is a price 
for this kind of sophis- 
tication, however. 

You'll have to wait 
during play while the 
640K of required memory is 
put to work painting all of 
those beautiful pictures. PGA 
Tour Golf, while not as 
dazzling as Links, provides 
solid graphics at a more 
playable pace. 

Access chose to pay a lot 
of attention to minute graphic 
detail and sound effects, and 
it was a commendable 
decision. Links creates an 
overall experience that comes 
as close to a real-life round as 
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SHANGHAI II: QUEST FOR GLORY II: 

DRAGON’S EYE TRIAL BY FIRE 



If you loved the original 
Shanghai, be prepared to fall 
in love again. The addictive 
game play is back in 
Accolade's Shanghai 11: 
Dragon’s Eye, but with a new 
look and sound. Now you 
make your matches from one 
of eight gorgeous tile sets, and 
if you have a sound board 
you'll also hear some very nice 
music and sound effects. 

Simplicity is the byword 
in Shanghai II: Dragon's Eye. 
You begin with your tiles 
arranged in one of thirteen 
formations (or one of your 
own design). All you do is 
remove the tiles by matching 
pairs. The only restriction 
placed on removal is that both 
tiles be free (not blocked by 
another tile) on either the left 
or right side. Because there 
are usually multiple pairs, and 
because the tiles may be 
stacked as many as five high, 
the strategy in Shanghai 
involves the order in which 
you remove the pairs. For 
example, if you have two 
possible matches, it's usually 


best to remove the tiles on the 
higher stacks. 

You have a choice of 
playing a solitaire game or a 
challenge game in either basic 
Shanghai or Dragon's Eye. The 
latter, for experienced players, 
gives one player the task of 
building up a Dragon 
formation, while the other 
contestant must tear the 
formation down. Obviously, 
this is a cutthroat brand of 
Shanghai, far removed from 
the peaceful, contemplative 
nature of the basic game. 

One minor complaint — 
in the original game, a win 
brought forth an impressive 
appearance by a fiery dragon. 
In Shanghai II: Dragon's Eye, 
your reward for winning is a 
graphic of the opening of a 
fortune cookie — with a 
fortune that tries to be funny, 
but usually isn't. Otherwise, 
this is an impressive game — 
with marvelous new graphics 
— that's just as maddeningly 
addictive as ever. 

—G.M. 


Hero's Quest II is what 
Sierra loould have named this 
game. Another company, 
however, beat them to the 
punch in a trademark 
application for a board game 
titled "Heroquest." The result: 
Sierra's Hero's (3uest adven¬ 
ture role-playing series is now 
known as CJuest for Glory. The 
name has changed, but the 
series remains the same. 

Trial by Fire is the second 
in a propos^ four-game series. 
This installment takes place in 
and around the desert city of 
Shapeir. As in the first game. 



you can elect to play as a 
warrior, a thief, or a magician 
— or, if you like, you can 
transfer a saved character from 
Spielburg, the setting of the 
first game. 

You arrive in Shapeir 
riding on a magic carpet with 
Abdulla Doo from the first 
game, hoping for a little R&R 
in an Arabian Nights setting. 
Alas, you soon learn that there 
is no rest for heroes. Arus-al- 
Din, the emir of Shapeir's twin 
city Raseir, is missing. Now 
the city is slowly turning into a 
place of malignant evil. 

Your main quest is to 
locate the emir, return him to 
his throne, and restore Raseir 
to its former glory. Piece of 
cake, right? Of course, how you 
go about doing this depjends a 
lot on which character you've 
elected to be. The possibility of 
playing three very different 
games — each offering many 


hours of entertainment — 
makes this series a bargain. 

Veterans of Hero's Quest: 
So You Want to Be a Hero may 
find it harder to get around in 
Shapeir than in the much 
smaller alpine village of 
Spielburg. Shapeir is a maze of 
twisting streets. One of your 
first purchases ought to be a 
map and a compass. Use them, 
watch the street signs, and talk 
to the natives—you should be 
able to navigate. 

If anything, this game's 
sense of humor is zanier than 
that of its predecessor—sight 
gags and atrocious puns 
abound. This series very 
gracefully walks the line 
between inspired silliness and 
good role-playing action, so 
that you enjoy its treatment of 
the basic role-playing 
ingredients even as it pokes 
fun at the genre's cliches and 
occasional pretentions. 

By whatever name, this 
sequel is as much fun to play 
as the original, and for many 
players that should be 
recommendation enough. 

—B.T. 
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GREGG KEIZER 

odem weapons are computers. Advanced aircraft 
like the F-15 come equipped with enough elec¬ 
tronics to manage a moon shot. Inside the cramped 
quarters of toda3r's submarines, tanks, and attack 
helicopters, commanders and pilots track banks 
of instruments that do everything but press the 
fire trigger. It's no wonder, then, that toda/s 
military machines are often the subjects for com¬ 
puter simulations. There's so much digital pro¬ 
cessing going on in real life warfare that mimick¬ 
ing its look and feel on the PC is a snap. 

But if you're bored with the flashing lights, 
radar-lock warning klaxons, and automatic victo¬ 
ries that these computer-guided games sometimes 
hand you, there's a new alternative. 

Three hot new simulations put you in an 
open cockpit over northern France, flying through 
clouds and gunfire as you struggle to survive the 
Great War. ITiese World War I ffight simulators— 
Blue Max, Knights of the Sky, and Red Baron —tempt 
you into a style of aerial combat long forgotten: 
chivalrous duels at 10,000 feet between the only 
knights who wore wings. 


BELG 
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BLUE MAX 

Blue Max plays like an action- 
arcade game, not a simulator. 
This PC dogfighter features 
few of the bells and whistles 
("chrome" in the parlance of 
war game players) that make 
Kni^ts of the Sky and Red 
Baron such superb simu¬ 
lations. Instead, Three-Sixty 
took a different tack, 
sacrificing realism for the sake 


moot since all seem to fly the 
same anyway. You can also set 
wind and cloud conditions. 

You won't choreograph 
any aerial ballets with Blue 
Max. This is a game, first and 
foremost. You don't gain 
airspeed when you dive, you 
can perform aerobatics (like 
vertical climbs) in a 1916 
Fokker that only a jet fighter is 



of action and quick play. 

The extras, from two-player 
head-to-head dogfights to an 
unusual board-game-like 
strategy option, may entice you, 
but the game's focus is on your 
trigger finger, not your aerial 
abilities. You choose sides and 
aircraft type before you start: 
There are only four different 
machines for each side, though 
the distinction between them is 


capable of, and you never run 
out of ammunition or jam your 
guns. 

One man's faults are 
another's graces. So it is with 
Blue Max. As long as you don't 
expect historical or mechanical 
accuracy, you're in for a 
frolicking good game. Most 
fun are the action dogfights 
that pit you against as many 
as three enemy aircraft 


simultaneously in an 
unstructured free-for-all. 
Grab the joystick and head for 
the nearest Spad, Fokker, 
Nieuport, Albatros, or SE5. 
Press home the attack — Blue 
Max doesn't reward clever¬ 
ness. Head-on attacks are 
almost always fatal, but 
because your foolish, 
kamikaze-like opponents 
often use them, you're 
frequently left with no choice 
but to blaze away and hope 
for the best. Getting behind 
your opponent, the optimal 
firing position, is easy in Blue 
Max. Try a loop if there's a 
plane tight on your tail: You 
can loop at any time in Blue 
Max, rvithout diving first to 
pick up speed. Or do an 
Immelmann, a loop with a half 
roll at the end, to force a top 
attack on a trailing plane. 

Dogfights get wild in Blue 
Max, with your plane all over 
the sky. Don't worry about 
altitude — it means little to 
game play, and lost altitude is 
easily recovered with the 
outrageous climb rates of this 
game's planes. Put your finger 
on the trigger and keep it there. 
It's the best advice for a game 
where reaction time, not fl)dng 
skill, counts most. 




Blue Max's head-to-head two-player display shows both players' cockpit views. 
The player flying with keyboard controls is at a distinct disadvantage, something 
to keep in mind if you want to handicap a superior pilot. 
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Detailed polygo¬ 
nal graphics in 
Knights of the 
Sky create not 
only the planes, 
but also realistic 
ground features. 
The blocky white 
shapes below and 
behind the DRl 
are scattered 
clouds, good for 
brief cover in a 
tight situatiof, r 







KNIGHTS OF THE SKY 

For air war reality, rev up 
MicroProse's Knights of the Sky. 
You still shoot to kill, and 
planes are still shot down 
easily, but with more planes, 
more interesting campaign 
play, and more believable 
aircraft performance, Knights of 
the Sky ^ats Blue Max where it 
counts—in delivering the feel 
of WWI aerial combat. 

Rather than put you 
behind the stick for a one-shot 
mission, Knights puts you in 
the war for the long haul. The 
core of this simulation is its 
extended campaign, in which 
you start as a rank beginner in 
May 1916. Flying Allied 
aircraft actually 
available at the 
time, you take on 
mission after 
mission, staying 
alive as best you 
can, even if that 
means turning 
tail. Your goal? 
Survive the war, 
rack up victories 
to snare pro¬ 
motions and medals, and, if 
you're very, very good and 
very, very lucky, wind up at 
the top of the kill charts. 

Though the 30-month 
campaign is the heart of Knights 
of the Shf, you can take on any 
of 16 authentic German aces in 
single combat, or challenge a 
breathing opponent to a head- 
to-head dogfight with the 
game's modem-to-modem 
option. 

The planes in Knights of the 
Sky perform much more like 
you'd imagine WWI canvas- 
and-wood crates should. 
Controlling your plane is 
touch-and-go at times — 
there's little smooth flying 
here. Let your attention stray 
and your machine drifts up or 
to the right, or it simply 
wobbles. If you try to stay on 
that German's tail as he bobs 
and weaves across the sky, you 
may get airsick just watching 
the wild screen shifts. 

Graphics are up to 
MicroProse's normal high 
standards, with polygon 



Knights' out-of-cockpit tactical view centers the opposing aircraft on the screen, 
and is most useful during dogfights. The Fokker DRl Triplane is about to unleash 
its guns against the SESa if s tailing. 



Additional poster-style images offer interludes in the campaign game. Landing a 
crippled aiifrlane to fight another day takes skill, but isn't impossible in Knights 
of the Sky. Here's what you'll see if you survive a crash landing. 


shapes for clouds, ground 
cover, and planes. Trench lines 
scar the countryside below, 
and you navigate by following 
roads or rivers. You've got 
more possible viewpoints in 
Knights than in any other WWI 
flight simulator, though an 
inability to see what's directly 
above you makes some dog¬ 
fights downright dangerous. 

You won't have any 
problems scoring victories in 
Knights. Even at the highest 
skill level you can still down 
enemy planes with just a few 
choice hits. 

You'll wish you could try 


out the losing side in Knights, 
but the wish is wasted. You 
can fly only as a French or 
British pilot, an unfortunate 
design decision that makes 
Knights of the Sky only half a 
simulation. Other inflexible 
elements include the one-look- 
fits-all instrument display and, 
more importantly, the t^ious 
flight time between aerodrome 
and target. 

Knights of the Sky isn't a 
perfect simulation, but it's a 
great improvement over the 
action-only Blue Max. 
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Mission profiles in Red Baron let you change several elements, from the type of 
plane to the weather. It's a great way to even the odds or stack them in your favor. 


RED BARON 

Manfred von Richthofen, the 
famed Red Baron, wanted both 
enemy and comrade to 
recognize and fear him, so he 
had his planes painted scarlet 
red. Like Richthofen, Dyna- 
mix's flight simulator Red 
Baron wishes to instill awe in 
the hearts of its competitors. 

And it does. Red Baron is 


Red Baron's ex¬ 
quisite cockpit 
views show your 
plane's actual in¬ 
struments. This 
Fokker DRl 
Triplane is mak¬ 
ing a bottom at¬ 
tack on an Allied 
balloon. Flak 
(called "Archie" 
by the British in 
WWI) can cripple 
your plane if you 
loiter too long 
near balloon post- 


the most complete, best¬ 
looking, and best-playing 
WWI aerial combat game 
around. You can fly for either 
side, joust with famous aces, 
take on single missions, or see 
if you can last the duration in 
an open-ended campaign. 

Graphically, Red Baron is 
outstanding. Flicker-free 
animation (with the right 
hardware) and special effects 
that range from the bloody 
haze of a wound to sun 
blindness mark it as a top>- 
flight simulation. An elegantly 
designed interface lets you 
smoothly select pre-game 
options; with the click of a 
button you set realism levels, 
choose a mission, and select 
aircraft, formation, and 
weather conditions. 

Planes fly realistically and 
differently from one another. 
You won't confuse the 
climbing speed of a Fokker 
DRl with the lame per¬ 
formance of a Sopwith Pup, 
for instance. You've got to 
learn the strengths and 


weaknesses of your aircraft, 
as did real pilots. Just as 
important, in many missions 
you're just one of several pilots 
in a flight — a realistic touch 
which no other WWI flight 
simulator provides. 

You've got more choices 
in Red Baron than in any other 
WWI simulator. You can fly 
against a real ace, burst 
balloons, stop bombers, escort 
reconnaissance planes, attack 
a Zeppelin, or even relive an 
actual historical mission, with 
your choice of sides. Seven 
German planes and ten Allied 
aircraft await, and you check 
11 options to set realism levels 
to your liking. 

Combat in Red Baron 
makes you hunch your 
shoulders at the sound of 
bullets striking your airplane 
and twist half out of your chair 
as you hit keys to see behind 
you. Support for all the major 
sound boards means that 
sound effects — bullets 
thwacking and twanging into 
your plane, the staccato chatter 
of your machine guns — are 
superb, better than any other 
WWI air war simulation. 

Complaints are few in Red 
Baron, but major for many 
potential players. Not only is 
its appetite for memory 
voracious — the program 
wants a whopping 570K free. 




You can fly against 19 actual WWI 
aces, from tlw vaunted Baron von 
Richthofen to the lunatic Frank Luke, 
in Red Baron. At the highest reality 
settings, downing a great one is no 
easy task. Don't try your luck with 
Richthofen untilyou'reanexperienced 
pilot and dogfighter. 

forcing you to discard TSRs 
and device drivers wholesale 
— but unless you've got a top¬ 
line PC, you'll be pressed to 
enjoy the simulation. On a 25- 
MHz 386 system. Red Baron 
plays like the real thing. On a 
12-MHz 286 system, you lose 
the smooth animation that 
makes Red Baron so much fun. 

Still, I've got to pry my 
hands from the stick. Red 
Baron flies right and plays 
right. 
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/ 

/. 

// 

// 



RAT^-TAT-TAT 

PCs make great game 
machines when you've got the 
right files on your hard drive. 
These three games give you a 
taste of the Great War without 
any of the side effects — like 
spiraling to the ground 
without a parachute. 

Blue Max is the rock 'em, 
sock 'em version of WWI 
reality. Since action is its first 
priority, you'll get lots of' 
machine-gun fire, and lots of 
smoking planes. 

Knights of the Sky adds the 
realism that simulation fans 


crave. Aimed at the player who 
wants to stick it out to the war's 
end, Knights brings you the 
flavor of WWI aerial combat. 

But WWl-ace-wannabes 
won't find anything better than 
Red Baron. This simulation has 
it all — realistic flight and 
combat, and enough options 
to keep you busy longer than 
the average pilot's lifespan. 

If you can choose only one 
WWI simulator. Red Baron has 
to be it. Add Knights of the Sky 
if you have room for two. And 
if you can't get super-action 


dogfighting out of your blood, 
pick up Blue Max as well. 

In the end, though, it 
matters less which you fly than 
it does that you simply fly. 
Only with your PC and the 
magic of so^are like this can 
you take a trip through time 
and discover the deeds that 
Richthofen and Rickenbacker, 
Ball and Bolke, hammered out 
with their Spandau and 
Vickers machine guns. 



Forget flying with the key¬ 
board. Sure, Blue Max, Knights 
of the Sky, and Red Baron all let 
you fumble your crate across 
the sky using keys, but the re¬ 
sult isn't a pretty sight. You 
just can't respond quickly 
enough with the keyboard to 
keep the enemy off your tail. 

And it ain't natural. Who 
ever heard of a WWI ace push¬ 
ing buttons? You need a joy¬ 
stick, a great joystick, if you're 


going to take on Richthofen or 
Rickenbacker. 

One of the best I've ever 
used is CH Products' 
Flights tick. It's the perfect 
complement to any flight 
simulator, especially these 
three WWI aerial combat 
simulators. You've got to clear 
some serious desktop space 
for the FlightStick, since its 6 x 
6.6-inch base is nearly as big 
as some mouse pads, but 


shove some papers aside — 
this is the smoothest joystick 
around. The pistol-like grip 
slips into your hand, and your 
index finger just naturally 
wraps aroimd the trigger-like 
fire button. The wide base gives 
the stick extra stability when 
dogfights get hairy, and the 6- 
foot cable is long enough to 
connect to under-the-deskPCs. 


FLYING ON THE FLOOR 
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.These WWI aerial combat 
__ simulators aren't the first of 
th"ejr-kind. That honor goes to 
Fight inYhe Skies (FITS), a 24- 
year-old role-playing game. 

Whether played on the 
floor with mod^ airplanes or 
on a board map' with card¬ 
board counters, Fit'S puts you 
behind the stick of Almost any 
WWI airplane, flyihg for al¬ 
most any belligereiit. Play is 
as realistic as two dimensions 
allow, with pilots t^ng turns 
moving their aircraft and set¬ 
ting up shots at/the enemy. 
Rolls of the die determine if 
shots ring tni4 or if injured 
airplanes^sintegrate. 

FITS^ter went commer¬ 


cial and was sold by TSR Hob¬ 
bies, the D&D company, under 
the name of Dawn Patrol. 
Though now largely out of 
print. Dawn Patrol is avail¬ 
able through TSR's mail-or¬ 
der outlet and still has a wide 
following. 

More than 20 years ago, I 
played Fight in the Skies with 
its designer, Mike Carr, and a 
group of gamers from the 
Midwest. We played on the 
floor, with model airplanes, 
diving and stalling, doing 
split-S's and Immelmanns, 
claiming glory and victory for 
the pilots we'd made up and 
flew. Nearly everything that 
Red Baron, Knights of the Sky, or 


Blue Max can do on the com¬ 
puter, I've seen or done in FITS, 
from bursting balloons to fly¬ 
ing attack formations. There's 
lots more left to the imagina¬ 
tion while playing on the floor, 
of course — but then that was 
the thrill. That, and playing 
with a raucous group, each 
plane manned by its own liv¬ 
ing, breathing, thinking pilot. 
Not even the best computer 
game can match that. 

If you want to see what 
WWI air combat is like from 
the ground up, contact the 
Fight in the Skies Society, 
Randal Gaulke, 121 Northfield 
Rd., Mullington, NJ 07946. 
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America's hot new best-seller takes 
you on a trip through the golden 
age of railroading in America and 
Europe. Compete with famous rail 
barons. Plan, build, operate, main¬ 
tain and expand your railroad into 
a mighty industrial machine. 


1990 brings phenomenal new 
graphics and game play to the 
World War II submarine game that 
won Simulation of the Year honors 
around the world in 1986. Stalk 
Japanese ships through the Pacific 
from Pearl Harbor to VJ Day. 



Now for Amigal 



The Software Publishers 
Association named this one 
Simulation of the Year. En¬ 
grossing game play. Fasci¬ 
nating strategies. Revolu¬ 
tionary graphics. Based on 
America's radar-elusive Jet. 


Now for Amiga! 



Command not just one 
tank, but a full platoon of 
four with controls so 
smooth they put single¬ 
tank games to shame. Call 
in jets, helicopters, artillery 
and infantry support, too. 



Dogfighting is the name of 
this game. No experience? 
No problem; just turn on 
all the rookie options and 
you'll be up to your eye¬ 
balls in dazzling graphics 
and furious fun. 


Now for Amiga! 



Red 

iitonn 



Discover the game that has 
the critics raving. Fight and 
scheme your way to power 
and prestige in a role¬ 
playing/action/adventure 
of war and politics In 16th 
Century japan. 


Take on shrewd Russian 
commanders in a gripping 
game of nuclear submarine 
strategy. Find and destroy 
the enemy with the latest 
sonar and weapons. Based 
on Tom Clancy's novel. 


All games for IBM-PC. Red Storm and F-19 also for 
C-64. To order call 1-800-879-PLAY, Monday thru 
Friday 8:30am-5:30pm Eastern. © 1990 MicroProse. 


.^^‘PRDSE 


The Best of Times Aii the Time. 

Call: 1-800-879-PLAY 


Join the MicroProse Squadron and win exciting prizes from these great companies. 

CompuServe Roland' 0Hayes FlOBinCH 



















































King's Quest V: Absence 
Makes the Heart Go 
Yonder 


LESLIE MIZELL 



It's nice of Crtsvin to give you his wand, but don't expect it to provide a lot of help. 
You won't really need it until the end of your adventure. 


e glad you 
don't live in 
Daventry.Not 
only is the 
kingdom 
overrun with 
wizards, 
witches, trolls, 
and other un- 
desirable 
characters, but the ruling fam¬ 
ily is always getting into one 
scrape or another. Ever since 
King Graham first put on that 
wretched Adventurer's Hat, 
the poor people of Daventry 
have had to practically rule 
themselves. 

Perhaps some of these 
commoners thought that The 
Perils ofRosella would be the last 
royal escapade. After all. King 
Graham nearly lost his life in 
that one—indeed, had Princess 
Rosella not delivered some 
magic herbs to his bedside, the 
king would have died. But no 
sooner is the monarch back on 
his feet than trouble strikes 
yet again. 

King's Quest V: Absence 
Makes the Heart Go Yonder be¬ 
gins quietly enough. King 
Graham is walking through the 
woods of Daventry, picking 
wildflowers to bring to his wife. 
Queen Valanice. But while the 
king is away from the castle, 
the evil wizard Mordack ar¬ 
rives. Casting a powerful spell, 
he makes Daventry Castle — 
as well as Queen Valanice, 
Prince Alexander, and Princess 
Rosella—disappear. When the 
king reaches the clearing where 


the castle once stood, all he finds 
is an empty crater. 

Fortunately the event was 
witnessed by Cedric the owl, 
who tells King Graham what 
has transpired. Equally fortu¬ 
nate is the fact that Cedric is no 
ordinary bird but the familiar 
of Crispin, an old magician. 
Cedric takes King Graham to 
Crispin's cottage, where the 
king receives a pep talk and a 
magic wand (although it's one 
with very little enchantment 
left) .Thus armed. King Graham 
enters the woods and his new¬ 
est quest begins. 


A TOWN 
WITHOUT PITY 

The beginning of King's Quest 
V is very reminiscent of the 
earlier adventures. As you 
wander around you must 
gather items and help other 
creatures, who return your fa¬ 
vors later in the game. But re¬ 
member that no one is willing 
to come to your rescue unless 
he or she has received help from 
you first. 

Although there is no real 
starting point in King's Quest V, 
the best place to begin is prob- 



As the game begins, Mordack 
spirits away Castle Daventry 
— along with Queen 
Valanice, Prince Alexander, 
and Princess Rosella. 



You need to map your progress through 
the desert, marking the three or four 
oases you find. Without a drink of 
water every now and then, your 
journey is over before it has truly be¬ 
gun. 

ably in the desert. Once you've 
walked through the forest and 
have a rough idea of where 
things are, head to the left and 
leave the cool green trees be¬ 
hind. There aren't many objects 
to find amidst the sand, but 
you should come back with a 
shoe, an urn, a gold piece, and 
a powerful thirst. 

Pay your coin to the gypsy 
and have your fortune told. 
She'll provide some valuable 
plot background. At last you'll 
find out just why, out of all the 
fanciful ruling classes of the 
world, Mordack is picking on 
yourfamily. Once the gypsy has 
revealed your destiny (and 
provided you with an amulet), 
you're ready to start your bar¬ 
ter/rescue missions, obtaining 
at least one item from virtually 
every screen. 

Only after you've found 
the willow's heart, saved the 
bees from a bear, rescued the 
ants from a dog, traded a needle 
for a cloak, and completed the 
































LucasArts on the art and science of entertainment 


THESE PKAIES HAVE 
lONOJES AS SHARP 
AS 1HER SWORDS. 



Lucasfilra” Games’ swashbuckling new 
graphic adventure lets you trade insults with 
some of the saltiest seamen to ever sail the 
seven seas. 

In The Secret of Monkey Island," you’ll 
sling one-liners with a fast-talking used ship 
salesman, a sarcastic swordmaster, a wisecrack¬ 
ing corpse, and a prisoner whose breath would 
stop a horse. You’ll also hunt for buried treasure, 
chase after a beautiful woman, 
and-perhaps-unravel one of 
the twistiest plots in the history 
of adventure gaming. 

You’re short, broke, clueless 
and friendless. 

And you’ve just arrived on 
Melee Island seeking fame and fortune. Explain¬ 
ing to anyone who’ll listen that you want to be 
a pirate. 

Being the easy-going types they are, your 
new pirate pals invite you into the club. Just as 


soon as you’ve completed three tiny trials. 

Among other things, you’ll need to sedate 
some piranha poodles, burglarize the governor’s 
mansion, and do business with the scum of the 
earth. And if that’s not enough, you’ll have to 
figure out whether the 300-pound voodoo 
priestess covets your rubber chicken, fetid fish, 
pack of breath mints, or... 

If the brigands don’t grab you, 
the graphics will. 

Lucasfilm Games set today’s 
graphic standards with games like 
Loom and Indiana Jones and the 
Last Crusade. Now The Secret 
of Monkey Island ups the stan¬ 
dards a few more notches with 
stunning 256-color VGA graphics (16-color 
EGA version also available), proportionally 
scaled animated characters, and cinematic 
pans and camera angles. 

Our acclaimed point ’n’ click interface 



TheStcnt of Monker Island is avaitabte lor IBM and WWb compatibles in le-cotor EGA and 256-cotor VGA ^ 
l-aOO-STABWARS (in Cantt 1-«X^7927). »)d €> 1990, LucasArts Entertainment Company AN rights resc 
3M IS a Wdemartt ol 3M Corp. AdLib is a trademark of AdLib. Inc. Cruee prize arranged with the "Fun Ships" 
ship^ registry: Bahamas and Liberia. 


has been improved even more. So have our 
sound effects, which are backed by a captivat¬ 
ing calypso and reggae music track. 

Enter the Monkey Island Treasure Hunt and 
win a FREE Carnival Caribbean cruise! 

If you can solve a few sneaky puzzles 
in a special demo of The Secrets of Monkey 
Island, you might just win one of the sweetest 
prizes since Captain Kidd’s treasure chest. A 
Carnival Cruise for two, one of a hundred 
AdLib" sound cards, or one of hundreds more 
prizes! You’ll find the 
demo and complete rules 
in specially-marked 
boxes of 3M diskettes. 

Or send a self-addressed, 
stamped disk mailer to: 

Monkey Demo, PO Box ’ 

10228, San Rafael, CA 
94912. 



So act fast, think fast, and enter fast. 
Because while playing The Secret of Monkey 
Island is an adventure, winning the Treasure 
Hunt is a real trip. 


lUCASFILM 
















other tasks are you ready to 
head into the snowy moun¬ 
tains. The game branches into 
a more traditional graphics 
adventure at this point — 
you'll encounter more danger 
and face death more often. You 
have to be more inventive than 
earlier in the game if you're to 
scale mountains in one piece 
or survive an encounter with 
an abominable snowman. 

If you shared your food 
with a starving eagle, you'll 
get an airlift to the next locale 
—a deserted beach. Search the 
nearby waters for an island 
inhabited by har¬ 
pies, then return 
to shore and talk 
J to a hermit. When 
these tasks are 
completed, 
you're finally 
ready to venture 
to Mordack's is¬ 
land fortress. 

Your most dangerous 
confrontations are yet to come, 
so you'll need to be resource¬ 
ful and creative if you hope to 
survive. The most unusual 
items in your inventory must 
be applied to even more un¬ 
usual situations — and you 
should search every cubby¬ 
hole. While there are enormous 
rooms that yield nothing, some 
vital objects are found in the 
most remote comers of other 
chambers. 

As always in Sierra ad¬ 
ventures, save your game of¬ 
ten to avoid repeating large 
sections of the game because 
of one wrong turn. You'll fi¬ 
nally enter a showdown 
against the evil wizard, and 
the lives of your family hang 
in the balance. 

For the most part. King’s 
Quest V is quite logical. It is 
seldom difficult to solve a par¬ 
ticular problem. Your inven¬ 
tory contains such diverse 
items that you shouldn't have 
much trouble deciding which 
to use in a given situation. For 
example: A bear is attacking a 
beehive, and you have in your 



forever. 



When you return from the desert, you 
should have a gold coin to pay the 
fortuneteller. Listen carefully to what 
she says — at last you'll find out why 
Mordack has spirited away your fam¬ 
ily. 



As you wander through the forest and town, take note of what situations require 
your intervention. These ants, for example, will help you later if you can stop the 
dog from digging into their elaborate anthill. 



Don't forget to barter with the tradesmen in town. That sled may not be the world's 
finest, but it costs more than you can afford. Perhaps if you had an exceptionally 
well-made toy, the shopkeeper wouldn't object to an exchange. 
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» The incredible sequel 

to Champions of Krynn! 


CLll$ BOOK! 


mcHALLtm 


‘ It has been ' 

but one short year .• 

since the Champions of Krynn claimed 
victory over the massed forces of evil . ' 
riow, the Lord of the Death Knights, Soth 
himself, is preparing to wreak havoc in an 
emption of evil such as Krynn has never 
witnessed! 

As members of the Special Solamnic 
Order of the Champions of Krynn, you 
and your party stand as the only force 
capable of answering Soth's deadly chal¬ 
lenge - and living to tell of it! 

Death hniatiTs or Kryuti takes the 
award-winning game system used in 
CfiAMPions or Kryhh to new heights! now. 


characters " " 

transferred from Chamfiohs or KRYnn can 
keep their money and items. Higher 
character levels, new monsters, new spells 
and enhanced combat aiming make for 
AD&D fantasy role-playing beyond 
anything you've ever experienced! 


To order: visit your retailer or call: 
I-800-245-4525. in the U.S.A. St Canada, to 
charge on VISA or MasterCard. 

To receive SSI's complete product catalog, 
send $ 1.00 to: 

SSI, 675 Almanor Ave., 

Sunnyvale, CA 94086 


STRATEGIC SIMULATIONS, INC. 



























possession a fish and a tam¬ 
bourine. If you can't decide 
which item you should use, 
perhaps you're playing the 
wrong game. 

But there is one especially 
exasperating situation. It's im¬ 
possible to leave the witch's 
woods without a little infor¬ 
mation from the little people. 
These greedy elves want the 
emeralds you picked up in the 
witch's house — but given the 
chance, they'll snatch them 
and run. 

You're supposed to guess 
that a little honey on the elves' 
shoes will cool 
their heels long 
enough for you to 
find a way to es¬ 
cape. OK, it's not 
that farfetched, 
but it's not one of 
the first things 
that comes to 
mind, either. 



There aren't many 
people evil enough 
to steal a prin¬ 
cess's heart. This 
is probably the 
loork of an espe¬ 
cially wicked 
witch. Maybe 
now's the time to 
venture into the 
dark woods north 
of the forest. 


TO EVERYTHING 
THERE IS A SEASON 

In many ways. King's Quest V 



Give the witch a taste of her own 
medicine, and you'll be able to search 
her home unhindered. Getting out of 
these woods won't be as easy, how¬ 
ever. When you've collected all the 
items you need, go to the left and try to 
trap an elf. 

is unlike any other King's Quest 
adventure. For example, if sthe 
first Sierra graphic adventure 
to feature true VGA graphics 
— and what graphics! The 
subtle shades and depth of 
field are unlike any other game, 
from Sierra or anyone else. 

Unfortunately, for a game 
that takes up nine 31/2" high- 



Once you 've helped everyone out of their predicaments in the lowlands, head into 
the snow-covered mountains. You won't have trouble finding Icebella — her 
wolves track down you and Cedric. 



Property values really go down when a yeti moves in nearby. They're big, mean, 
smelly—and awkward. Checkyour inventory fora slapstickprop that might catch 
this yeti off balance. 


density disks, there's little 
animation in the backgrounds. 
There may be fog in the trees, 
but it doesn't drift. And if 
there's a waterfall in the 
mountains, the water doesn't 
cascade. 

But the game is as slow as 
one that has much more going 
on. Unless your computer is 
of the386 variety, you' 11 spend 
a lot more time looking at the 
graphics than you might like. 
A lot more time. 

There are also—surely to 
the consternation of those 
people who hate traditional 
role-playing games — three 


sections of the game that need 
to be mapped. The first two, 
the desert and sea scenes, are 
of standard grid designs that 
are easily graphed. Scorpions, 
sea serpents, or thirst will end 
your journey if you venture 
too far from the correct path. 

The third sequence, the 
dungeon in Mordack's for¬ 
tress, is so confusing that 
you're almost better off wan¬ 
dering around than trying to 
make sense of it. (You can exit 
this scene as soon as you've 
found a hairpin and a door 
with a lock to pick). 

The good thing about 



























AVAILABLE ON 
CBM AMIGA, 
ATARI ST & 
IBM PC 


^ GOLD IS THE PASSION- 
DEATH IS THE PROBABIUTY! 


For 400 years no-one has dared 
to take up the toughest 
challenge man has ever known 
-to find Quetzacotl's GOLD OF 
THE AZTECSl'No-one has dared, 
that is until today. Bret Conrad, 
ex Special Forces Commander 
(and all round great guy) is 
bored. His combat training has 
made mortal danger a way of 
life, and since he was forced into 
retirement for being a liability to 
himself and his men, he's been 
looking for a death defying 
mission that he can really get his 
teeth into. 

This time the odds are really 
stacked against him-and you in 
one of the biggest, most 
fascinating adventure games 
ever devised! 


• 3 man years of development. 

• 7,000 frames of animation. 

• 140 hero actions. 

• 18,000 individual pieces of 
graphics. 

• 600K of music and sound 
effects. 

• 8 megabytes of code and 
data. 

• Over 80 screens of non-stop 
action and devious puzzles. 


To Order: 

See your local retailer 
or call 1-800-245-7744 




















After a long battle at sea, you 
finally reach Mordack's fortress. 
Proceed with caution, and blast 
the evil eyes of these stony ser¬ 
pents with a beam of your own. 


Hardware requirements: 
640K minimum memory: 
versions available for VGA/ 
MCGA graphics, for EGA/ 
MCGA graphics, and for 
EGA, CGA, Tandy 16-color, 
or Hercules graphics; hard 
drive recommended; joy¬ 
stick optional; mouse rec¬ 
ommended; supports sound 
boards. 


King's Quest V is that it has a 
new interface system. No 
longer do you have to struggle 
to find the correct phraseology 
to control King Graham. You 
don't have to decide if those 
are buttons, knobs, dials, or 
handles before you can open 
something. 

The familiar text box has 
been replaced with a single icon 
that rotates among the com¬ 



Don't worry if you land in the dun¬ 
geon — there’s a vital item for you to 
find down there. However, you only 
want to get imprisoned once. A sec¬ 
ond trip to the cell will be your last. 


mands Walk, Look, Talk, and 
Manipulate. When you choose 
an item from your inventory, 
it becomes the fifth command 
and you can use the object or 
give it to someone, whichever 
is appropriate. This system 
makes a mouse even more of a 
requirement than is usual with 
Sierra games. 

The bad thing about King's 
Quest V is that it has a new 
interface system. One of the 
best things about the Sierra 
graphic adventures is their 
sense of fun. Anyone who has 
played the games — and not 
just the Leisure Suit Larry series, 
either — knows that there is 
usually a large vocabulary 
of...uh...verbs...not really 
needed to finish the games. 



Wait in Mordack's study until the wizard takes a nap. Then grab his wand and 
head for the machine in his laboratory for a little magic switcheroo. 



When Mordack interrupts you in the laboratory, you know it's time for a final 
showdown. Save the game before he arrives, then try different spells until you find 
the correct pattern. 


Instead, it's fun to suggest im¬ 
proper actions or comments 
just to see what comeback the 
clever designers have devised. 

But in King's Quest V you 
don't type in any commands, 
so you can't tell King Graham 
to whomp Cedric on the head 
(even though you'll want to) 
or grab the kitchen wench for a 
quick buss (though he probably 
wants to). So instead otguiding 
King Graham through the ad¬ 
venture, you feel more like he's 
leading you. You'll end up 
watching much of the game as 
the action automatically un¬ 
folds without any commands 


from you. It makes for an easier 
game, but not necessarily a 
more enjoyable one. 

King's Quest V will prob¬ 
ably hold greater appeal for 
those new to the series than for 
those who have played the 
previous four adventures. That 
doesn't by any means make 
King's Quest V a bad game — 
on the contrary, the sound, 
graphics, and storyline are 
great — but fans of the series 
may be disappointed in a 
game that they watch as much 
as they play. 
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rom the mid- 
19th century 
to the heyday 
of pulp mag¬ 
azines and B- 
grade movies 
in the 1930s, 
one of the 
most popular 
genres of 
imaginative fiction was the 
"lost world" story. The basic 
gimmick was simple; Take a 
hero and a supporting party of 
people from a modern, 
technologically advanced 
culture; have them discover, or 
be transported to, an exotic or 
ancient civilization in some 
remote or hidden location; then 
put them through lots of 
breathless adventures. The 
most common yarn involved 
Stone Age tribes and dinosaurs 
that had somehow survived 
into the present, thanks to 
geographical isolation — and 
it became a venerable sub-genre 
in itself, one that ultimately 
produced a true cinematic 
masterpiece, the classic 1933 
original version of King Kong. 

Readers gobbled up tales 
filled with Aztec pyramids, fur- 
clad princesses, wildly colorful 
landscapes, and ferocious 
wildlife. And a lot of very good 
writers made a living supplying 
this demand, including Edgar 
Rice Burroughs (the Pellucidar 
series), A. Conan Doyle (The 
Lost World), and perhaps the 
best of the lot, a prolific 
Englishman named H. Rider 
Haggard (whose "lost race" 
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The Savage Empire 


WILLIAM R. TROTTER 



The jungles of Eodon can be dangerous. Here, a jaguar wreaks havoc on the 
outskirts of the Kurak village. 


£k MMh fcare 
of I'ansef 


novels She and King Solomon's 
Mines have been turned into 
movies, good and terrible, on 
numerous occasions). 

In creating The Savage 
Empire, Origin's design team 
— Richard "Lord British" 
Garriott, Jeff Johannigman, 
Stephen Breeman, and Aaron 
Allston, who masterminded 
the complex and exceedingly 
vigorous story line — 
obviously steeped themselves 
in all the great "lost world" 
books and films. Obvious 
because, "by the crest of the 
great Thunder-Lizard," they 
got it all in—and they got it all 
right. 

Wild and spectacular 
landscapes, fearsome beasts. 


dusky and voluptuous maid¬ 
ens, primitive jungle tribes, 
decadent neo-Aztec civiliza¬ 
tions, mutant cave-dwellers, 
iron-thewed warriors, lizard- 
men, giant apes, even a 
maniacal mad scientist from 
home — you name it, they put 
it into Savage Empire. 

As the flagship offering in 
Origin's new Worlds of Ultima 
series. Savage Empire sets a high 
standard indeed. Having 
developed a role-playing 
interface of unexcelled 
friendliness and elegance for 
its hugely successful Ultima 
series of fantasy games. Origin 
has decided to apply that 
system to an entire series of 
spin-off games. These include 



Character stats function just as they 
do in most FRP games, although their 
relative importance is not so great in 
Savage Empire. Methodical plan¬ 
ning is more important than having 
lots of hit points. 


role-playing adventures in 
many genres ranging freely 
over time, space, and history, 
all of which will be playable 
without reference to the original 
Ultima cycle. 

The first one starts off with 
a bang. While Dr. Rafkin and 
the Avatar are examining a 
mysterious black moonstone (a 
thematic connection, however 
tenuous, to the original Ultima 
games will be a trademark of 
the spin-offs), a violent 
explosion blows them — along 
with a bright but obnoxious 
reporter named Jimmy Malone 
— into the Valley of Eodon. 
This valley is a lush but savage 
place where evolution has 
taken some very peculiar turns. 

When the game begins, 
you wake up in the hut of 
Intanya, head shaman of the 
Stone Age Kurak tribe. All you 
can remember through your 
headache is a vision of a 
beautiful native princess 
named Aiela, who discovered 


28 





































SOME OF HITLERS 
DEADLIEST WEAPONS NEVER 
SAW Aam UNTIL NOW 



Imagine the shock of American B-17 
pilots when the first German jet fighters 
whistled past. The lumbering bombers 
seemed to be standing still, sitting ducks for 
radical aircraft years ahead of their time. 

The twin-jet Me 262 unleashed a 
volley of 24 alr-to- air missiles In 

less than a tenth ^ v*- _ of 3 

second. It’s 



just one of the little-known aircraft you’ll 
encounter in Secrets Weapons of the Luft¬ 
waffe" You’ll also blast off at 16,000 feet per 
minute in the incredible Me 163 Komet 
rocket fighter. And pilot the remarkable 
Gotha 229, which bore an uncanny 


resemblance to today’s Stealth bomber. 
Were the Allies saved by Hitler’s blunder? 

As you’ll read in the 224-page histor¬ 
ical manual. Hitler’s demand for a blitz 
bomber deiayed depioyment of the Me 262s 
as fighters. 

h Secret Weapons of the Luftwaffe, 
you can reverse that decision. And pit these 


revolutionary weapons with the more 
familiar German Bf 109 and FW190 
fighters against the Eighth Air 
Force B-17 Hying Fortresses, P-51 
Mustangs, and P-47 Thunderbolts. 
All technically, historically, and graphically 
authentic. 

Fly in the face of danger. 

Desperate to stop the massive day¬ 
light bombing raids of the Allies, the 
Germans rushed their experimental aircraft 


into service in late 1944. You’ll experience 
the nail-biting terror of piloting aircraft 
that were as dangerous to fly as they were 
to the enemy. 

You’ll rock with the impact of a direct 
hit. Struggle for visibility through oil 
smeared, bullet-shattered canopies. Watch 
in horror as your 
engine bums. And 
wrestie for control 
against G-forces 
and rough wind 
conditions. All 
with the vivid 
realism of bit¬ 
mapped 256-coior VGA graphics and room- 
rattling sound effects. 

In Secret Weapons of the Luftwaffe, 
you’ll do more than relive the air combat 
over Germany from 1943 to 1945. You’ll 
decide for yourseif whether these exotic 
superweapons could have changed the out¬ 
come of the war. 
















you just after the explosion that 
blew you into her world. You 
and she were getting along 
splendidly, when out of the 
darkness came her angry 
knuckle-dragging suitor, 
Darden the Huge, who 
pounded you into a coma and 
abducted Aiela—presumably 
taking her to the hidden city of 
his tribe, the Urali. 

Intanya brings you to 
consciousness, heals you, lends 
you the services of his 
apprentice, a clever young 
shaman named Triolo, and 
sends you forth 
with enough 
hints to get you 
started. You can 
arm yourself and 
pack a few days' 
rations just by 
helping yourself 
to the stuff that's 
lying around in 
the nearby huts. 
(You can do this in most 
locations, in fact, without 
upsetting the locals.) It's 
advisable to travel light, 
however, since the amount of 
weight each character can tote 
is strictly limited, and you'll 
find lots of important items to 
carry later on. 

Once you leave the Kurak 
village, you're pretty much on 
your own. The Valley of Eodon 
is a big, sophisticated, richly 
detailed game environment, 
filled with all sorts of 
marvelous things to see and 
do. There is no "right way" to 
proceed, and it's possible to 
have a terrific time just 
wandering wherever your 
whim takes you. It's also 
possible to die in a variety of 
messy and hideous ways, too, 
so never forget that Eodon has 
as many dangers as beauties. 

Sooner or later, though, 
most game players will want 
to do some serious, methodical 
questing. Origin makes it easy 
to get started by offering a help 
function in which all key words 
and names appear in red 




Landscape graphics are marvelous in 
this game — the treatment of rivers 
and waterfalls is especially fine. 


Your first task should be to assemble 
your party. Professor Rafkin can be 
found in the Yolaru village, due east of 
your starting point. 


Most of the shamans you meet are good at healing. Not Larrifin, though—all he's 
good for is removing splinters. 



You. say: name 

"My name Is 
Moetapo^I 


hOCiAPOi I 


r'i<>e»* ha99ar><l> 
Ta( fe'Shaman 


I'Iden ha99an€l> 
Taf k'man 


When you encounter the brooding King Moctapotl, ask him about "exile" and 
about "uniting" the tribes. 


whenever dialogue scrolls by. 
Veteran questbusters, or 
beginners who disdain such 
aid, can turn this off and do 
their own sleuthing, but less- 
experienced players will be 
grateful that the option is 


available if needed. 

The natives, though 
understandably cautious, are 
not normally hostile. Everyone 
you meet, except for the elusive 
and dangerous snake-women, 
will respond to such basic 

























































Three New Tantasies From MicroProse. 
Only One Of Them Is Make -Believe. 



iiSOGEJl 


F-117A NIGHTHAWK 


GUNSHIP 2000 


Piloting F-117A Nighthawk 
Stealth Fighter 2.0 is fantastic, 
but it’s no flight of fancy. It’s a 
thoroughly-researched, 
sophisticated simulation of 
America’s radar-elusive jet. 
New scenarios (including Iraq), 
more powerful weapons and 
even better graphics than in 
F-19, the game the Software 
Publishers Association voted 
Simulation of the Year in 1989. 


You’ve fantasized about it. 

Now, in Gunship 2000, it’s 
much more than a dream. Pilot 
and command a squadron of 
the U.S. Army’s most 
technologically advanced 
helicopters. Evaluate six types 
of choppers and select the five- 
chopper squadron you want for 
each of hundreds of authentic 
missions. Learn what would 
really happen In a war with Iraq! 


DARKLANDS. 


Make-believe is best when it’s 


so exciting. It’S a fantasy role-playing 
quest through medieval Germany 
re-created just the way medieval 
Germans actually believed it to be. 
The troubled realm cries out for a 
true hero to deliver it from its 
demons, alchemists, superstitions, 
unholy religions and a whole host of j 
other fantastically believable 
challenges. 


For IBM-PC/Tandy/compatibles. For 
the latest information on release 
dates and availabilities, call 
MicroProse Customer Service at 
301 771-1151. 1990 MicroProse 

Software, Inc., 180 Lakefront Drive, 
Hum Valley, MD 21030. 



ENTERTAINMENT* SOFTWARE 


Join the MicroProse Squadron and win exciting prizes from these great companies. 

KtaFT..^.. CompuServe Roland (Bhlayes FiOCiTlCH 





























inquiries as "Name?/' "Job?," 
and "Tribe?" Their replies are 
usually substantial enough to 
suggest a line of further 
questioning. It is through these 
conversations that you learn 
about the various quests and 
adventures on which you can 
embark. 

Your initial quests are 
determined by your ambitions. 
You could start with one of the 
big strategic objectives, such 
as uniting the scattered tribes 
against the savage giant ants 
who prey on them, restoring a 
deposed king to 
'“TST™! his rightful 
throne, finding 
Aiela in the 
hidden city of the 
Urali, and so on. 
Or you can 
gradually work 
up to these major 
objectives by 
undertaking 
some of the many smaller 
quests you learn about. These 
include some rather unusual 
tasks, such as organizing a 
parrot hunt, putting a bell on a 
pesky tyrannosaurus, or 
saving the princess Halisa from 
a giant white ape-thing that 
lives atop a supposedly 
inaccessible cliff. 



GETTING ORGANIZED 

However your personal 
adventures go, there are a few 
basic actions you should 
perform first. Once these are 
completed, you can start 
serious adventuring with an 
optimum chance of success. 

First, locate those who 
were in the lab when it blew. 
Your first few conversations 
in the Kurak village should 
give you an idea of where to 
find Dr. Rafkin and Jimmy 
Malone. Once you've found 
the doc, ask him about his lab, 
his rifles, and his gunpowder. 

On the way back from 
fetching Jimmy, detour to the 
grove of iron bamboo and cut 
down a few stalks for use as 
musket barrels. Hint: This 




The tar pits — complete with dead tiger — are south of the Kurak village. You'll 
need to visit them with a metal bucket if you want to make some grenades (hint: 
you do). 


Iron-bamboo shafts can be used to fashion flintlock muskets. The bamboo is tough 
to cut down, so use your sharpest implement and the Attack command. 


found; no 
e possible. 

na99ur'd> 
'Vott see a 
plant. 


idep ha99UP<l>9 


bamboo is so strong that you 
cannot cut it down by "using" 
a knife or a spear. Draw your 



Looking forsomethingandcan't quite 
find it ? Have Triologo into his Eagle's 
Eye trance and you'll get an aerial 
view of about one square mile. 


most powerful edged weapon 
and use the Attack command 
on the stalks. 

Locate the lab. It's just 
where Rafkin says it is, but since 
that area consists mainly of 
trackless jungle, it's possible to 
miss the lab site even when 
you're close to it. If you get 
disoriented, have Triolo go into 
his Eagle Eye trance and search 
the resulting topographic map 
for a large brown clearing. 

Once you're back in the 
lab, uncrate the rifle and 
cartridges, manufacture the 
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I bamboo flintlocks, whip up a 
big batch of gunpowder, and 
make some grenades out of 
clay pots — use hard, kiln- 
fired pots if you can find them 
(most villages have a few lying 
around), or make your own 
out of river clay and fire them 
in an oven. With this kind of 
armament, you're ready to face 
I anything Eodon can throw at 
you — except 
maybe the tyran¬ 
nosaurus, who 
simply can't be 
killed unless you 
manage to lure 
him to the edge 
of a very tall cliff. 



portant to find — 
and thoroughly 
explore — Dr. 
Rafkin'slab before 
venturing on any 
major quests. 


Hardware requirements: 
640K minimum memory 
(expanded RAM needed for 
music), 10 MgHz or higher 
recommended; EGA, VGA, 
MCGA, and Tandy 16-coior 
graphics; mouse and hard 
drive recommended; sup¬ 
ports Ad Lib, Roiand, and 
Sound Biaster. 


AIM ECOLOGICAL 
STEWPOT 

In creating the self-contained 
world of Eodon, Origin's 
creators assimilated a vast 
amount of anthropological, 
geological, and zoological 
research. The result is an entire 
ecosystem that really works. 
The tribes are all different from 
one another — some subtly, 
and some ludicrously. There 
are ten human tribes, or 
cultures, plus the strange and 
fascinating lizard-people, the 
Sakkhra. Eddying through this 
rich cultural and ecological 
stewpot are various social and 
political currents which you 
can tap into, bend to suit your 
needs, possibly control, and 
sometimes drown in. There are 
individual characters whose 
personalities range from 
sinister to outlandish, and the 
dialogue throughout the game 
is extremely clever and 
sometimes riotously funny. 

And then there are the 
critters. Here, the designers 
have really outdone them¬ 
selves, producing a menagerie 
of beautifully drawn and 
animated beasties. Some are 



rider 
Triolo 
Raf fci n 


Look'you see a 

parvi n9 • 

rider ha 99 ard> 
fa I k'Woman 


dcr ha99ard>9 



‘ ; '! 
' , I 

■'■I 




i 

'• I'? 

■i 

^ 




“ . ^ '--r- i 


Mysterious teleport plates in the jungle? No one knows how they got there, out 
th^'re mighty handy for quick travding, once you know where each one leads. 




The Sakkhra — lizard-folk — have a 
fascinating cultu re. Origin's attention 
to anthropological research makes the 
lost races of Eodon quite believable, 
not just the silly cliches they are in 
many games. 


Some of the game's most gripping 
sequences take place in vast 
underground caverns, which are 
beautifully rendered. 


awesome and terrible (the 
tyrannosaurus is a real scene- 
stealer), and some are 
wonderfully whimsical. A 
good example of the latter is 
the dimetrodon, which looks 
exactly like one of those old 
lost-world movie dinos where 
the special effects guys took a 
pet lizard, glued a big plastic 
crest on its back, and filmed it 
in painfully slow motion. 

Most of the dinosaurs will 
gladly eat you for lunch if they 
get the chance, but a good 
many of them are too 
ponderous or too dimwitted 
to catch you. If you see them 


in time, start going the other 
way — there's no point in 
wasting valuable arrows or 
irreplaceable bullets by killing 
everything you run into. 

As for the graphics. Origin 
has pulled out all the stops to 
create a vibrant and beautiful 
imaginary world—nobody in 
the PC gaming arena, for 
instance, does rivers or jungles 
better than this. 

On the strength of Savage 
Empire, the Worlds of Ultima 
series is off to a flying start. 






































Launches You Into The 
Ultimate Deepspace Dogfight! 

• Starships so real you’ll duck when they pass! // 

• Intense starfighter action pushes you to the limit! 

• Earth-shattering stereo sound surrounds you with realism! 

• Dynamic shipboard scenes prepare you for the battle ahead! 

• Your skilled wingman is ready to pull your bacon out of the fire! 

• Cinematic launch and docking sequences hurl you into the action! 
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Home not-so-Sweet 
Home — with what a 
private investigator 
makes thesedays,you're 
lucky to be able to afford 
this dump. No wonder 
you spend so much time 
at Karyn's place. 



ho needs an 
rm clock 
. when the may- 
or takes it 
*1 i upon himself 
11 to wake you 
1 personally? 

; That was the 
i only thought 
that managed 
to squeeze its way out through 
your gin-soaked brain cells on 
the morning Mayor Vincenzi 
and a couple of his goons paid 
you a visit. Unfortunately, it 
wasn't exactly a social call. His 
daughter, Chandra, had just 
died under very strange 
circumstances, and he needed 
an investigator with under¬ 
world connections. Quite 
naturally, he thought of you, 
William "Blade" Hunter, a 
discredited ex-cop turned 
sleazy P.I. Considering your 
past employment record with 
the city, and the fact that you 
hadn't had a job in weeks, it 
wasn't too difficult for him to 
convince you that taking on the 
investigation was your only 
option. 

Your underworld connec¬ 
tions, plus a taste for anything 
that has an even chance of 
pickling what's left of your 
brain, lead you to a local strip 
joint and bar named the 
Pleasure Dome. There you meet 
up with "the Jake," a small¬ 
time operator who you 
eventually learn was a friend of 
the mayor's daughter. From 
him you're able to pick up 
enough leads to get yourself 


Rise of the Dragon 

GARY MEREDITH 



into big trouble. It seems that 
the girl was involved with a 
drug dealer, Chen Lu, who has 
strong ties to a secretive 
Oriental crime group. But 
before you can question Chen 
Lu, he dies in the same horrible 
fashion as Chandra. Searching 
his apartment, you're able to 
uncover a cryptic message and 
a suspicious-looking drug 
patch. You also gain access to 
his computer, discovering that 
Chen Lu was only a small fish. 
His boss? None other than Deng 
Hwang, the number one crime 
lord in the city. 

You enlist the help of your 
girlfriend, Karyn, who's 
obviously a saint since she has 


to put up with all your antics. 
Karyn works for the City Hall 
records department, and 
thanks to her connections there, 
you're able to have the patch 
analyzed. It contains a drug, 
MTZ, which attacks and 
transmutes the DNA structure 
of the user. It's a horribly 
painful way to die, but it could 
be the fate of the city's entire 
population. From the cryptic 
and ancient Chang Li, you learn 
of the impending resurrection 
of the infamously legendary 
Bahumat. In preparation for 
this event, his followers are 
planning to dump MTZ into 
the city reservoir. What started 
out as a simple murder case has 



The Pleasure Dome is no place for the 
timid. Even the hat-check girl is 
packing heat. Keep looking until you 
find "the Jake." 


suddenly escalated into a 
mission to save millions. 


GRAVE NEW WORLD 

Rise of the Dragon sets you down 
in a future society of intrigue 
and decadence. Dynamix has 
done a marvelous job of 
creating a world that slips past 
possible and perilously near 
probable. With a bow to the 
movie Bladerunner, Hunter's 
city is cast in shadows and mist. 
Every corner appears to hide 
some dark secret, as do most of 
the people you'll meet. With 
few exceptions, the denizens of 
the city are ciphers, near-ghosts 
inhabiting a near-dead city. You 
almost find yourself wondering 
why you should even bother to 
save the place. But then there's 
Karyn, who's probably a lot 
more than you deserve, and 
the matter of the prophecy. 

During a foray into one of 
the darker corners of the city, 
you come upon the mysterious 
Chang Li, who has been 



























Down shift and hit Hie 
gas! Yew'll need plenty 
ef speed te clear *'“* 


SO real and speed so blistering, 

RIVER™ makes other race car 
seem like driving with a learner’s permit. 

Take the wheel of your classic ’66 Shelby Mustang and get set to take 
off with Stunt Driver, the only racing simulation that delivers the blazing 
speed of real stunt car driving surrounded by full digitized sound. Set 
against a background of stunning 3-D graphics, you’ll roar up loop-the- 
loops, spiral through corkscrew jumps, and blast off launch ramps. Whip 
through your choice of nine perilous courses or design your own challenge 
with die built-in track editor. Stunt Driver alone allows you to custom 
calibrate speed, acceleration, traction and braking settings for both you 
and your opponents. 

No other racing simulation pits you against 
three ruthless nemesis aiming to prevent you 
from finishing in one piece. Collide with 
your opponents in other driving games and 
you're history; only Stunt Driver lets you 
get them before they get you. 

Recap the excitement with Video Instant 
Replay, featuring fast forward, slow-motion, 
step frame and reverse playback. 

Once you’ve raced Stunt Driver, you’ll 
know why it’ 
the racing 
challenge to 
which all 
others aspire. 


STUNT DRIVER Vs. The Competition 



Test Drive III™ 

Stunts’ ' Stunt Driver™ 

Sense of Speed (Frame Rate) 

dow 

average 

FAST 

Digitized sound effects 
and Pvl sound support 

no 

no 

YES; from the internal 
speaker or with sound cords. 

Con design own track 

no 

yes 

YES;^s9pre-desigiied 

Maximum number 

of computer opponents 

2 

1 

3 

Two player Heod-to-Head mode 

no 

no 

YESjwserifllwbleof 

Interoctive demolition with 
opponents (Bumping ollowed) 

no 

death 

YES 




Available for IBM in CGA, EG^ VGA/MCGA and Tandy, 





















expecting you. He seems to 
think that you're the 
prophesied saviour who 
would come to save the world 
from a reborn Bahumat. To this 
end, he gives you what help he 
can. With the mayor pres¬ 
suring you from one side and 
Bahumat's minions dogging 
you from the other, you' 11 need 
all the help you can get. That 
even extends to springing for 
some roses to smooth over the 
hurt feelings of a girlfriend 
you've stood up. 

The open-ended design of 
the game allows you to proceed 
in different ways, 
yet still end up at 
the same place. It 
allows for any 
sidetracking you 
wish to pursue. 
You'll discover 
that parts of the 
game exist just for 
sheer entertain¬ 
ment, with no 
bearing on the outcome. Your 
romantic interlude with Karyn 
is but one example. There are 
even alternate endings to the 
game so that you can win 
without saving the girl. 

You make your way 
through "Blade" Hunter's 
world by simply pointing and 
clicking. Nearly everything, 
including game options and 
files to restore, can be accessed 
with the cursor, using either a 
mouse, joystick, or keyboard. 
If you want to pick up 
something, open a cabinet, or 
just get a description of an item, 
you need only click on it. The 
keyboard is necessary for 
typing in saved game names, 
and is recommended for use 
during the arcade sequences. 
You may use a mouse or 
joystick with the latter, but 
they're rather awkward to use 
because they lack the precision 
needed to make some of the 
more delicate maneuvers. One 
slight problem with the point- 
and-click interface: When 
dialogue boxes appear on the 
screen, the cursor jumps to 



Once you've got a lead on Chen Lu, 
you'll need to visit his place. Although 
you're too late to talk with him, you 
can find some important items here. 



Don't fall for Jenny's come-on and 
don't hesitate to be forceful with her 
— you really need to see the Mayor. 



Mayor Vincenzi has little or no respect for you as a human bein 
that you're his only hope for finding his daughter's murderer. 


Hello, Mr. Hunter. I hope this 
is more than a courtesy calC 


I houe learned about the trayic death ot a 
young girl who was the daughter of a powerful 
non In the gouernnent. 


Chang Li is convinced that you're the saviour he's been waiting for. It would be 
a shame to disappoint him after all the nice things he's given you. 
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Wiretapping is illegal, even with 
the lower moral standards of the 
21st century. This is the only way, 
however, to find out about Deng’s 
plans for MTZ dispersal. 


Gunplay is a big 
part of Hunter's 
life. The mouse 
activates the 
directional pad at 
the bottom of the 
screen, but the 
keyboard offers 
greater control. 


each one. This means that you 
must continually drag the 
cursor around much more than 
should be necessary. A small 
point, but one that can be a bit 
irritating at times. 

Predictably, there are a 
number of rather painful ways 
to die in Rise of the Dragon. You 
may, for example, take 
exception to the guards outside 
the Pleasure Dome relieving 
you of your weapon. Pressing 
your point could 
get you pum- 
meled to death 
by a remorseless 
android. You 
really must save 
your game as 
often as possible, 
and fl/u;fli/s before 
venturing into 
unknown ter¬ 
ritory. Because 
you're under a time limit, 
saving is also a good way of 
exploring several different 
tacks while conserving the 
precious hours you've been 


allotted. The save procedure 
is fairly simple, and you can 
save as many games as you 
need just by moving to 
another directory when 
you've filled up the default 
directory. Just to make sure 
you don't do anything really 
careless, the designers have 
included a save prompt just 
prior to entering the arcade 



If you've managed to pick up a few bombs, you'll be able to throw a monkey wrench 
into Deng's plans and buy some time for yourself. 



Getting past the receptionist at Deng Hwang Enterprises takes considerable guile. 
Play the part of the repairman, but don't let her try to verify your story. 


sequences. 

Since your capacity for 
carrying items is unlimited, it 
makes sense to take anything 
you find. Some items are red 
herrings, but most will find 
some use during your 
adventure. Taking an item is 
extremely simple. All you do 
is click on the item and drag it 
over to the little character icon 
in the lower right corner. 
Using an item involves only a 
little more effort, requiring 
you to first access your 
inventory window. 

Most items can be carried 


around throughout the game, 
but you may find it more 
convenient to leave your gun 
at home some of the time. You 
have only so much chocolate 
with which to bribe the guards 
at the Pleasure Dome, and 
without that bribe it's virtually 
impossible to reclaim your 
weapon when you leave. So if 
that'syourdestination,it'sbest 
to leave your gun at the 
apartment. You can always go 
get it when you think you'll 
really need it. The inventory 
window, incidentally, can also 
be used to advance time in 
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After entering the security room, pnd the control panel and lock the break-room 
door before you do anything else. Since you don't have the proper ID card, punch 
in the sequence that the computer gives you. 


you re given concerning 
the use of your circuit 
tester. As you'll learn 
from the first few jolts of 
current, the proper 
wiring sequence may be 
more the result of luck 
than of any tips you 
may glean from the 
handbook. 

If we can take the 
game's ending at face value. 


It appears that things are 
coming to a head, fudging from 
the frenzied followers below, 
the prophecy of the Dragon's 
resurrection may have been all 
too accurate. 


With Bahumat dead and his 
heinous plot put to rest, the only 
thing left is the requisite walk into 
the sunset, but Hunter wants to 
chat with the Mayor and apply the 
final punctuation to this story. 

Rise of the Dragon is but the first 
installment in the continuing 
saga of "Blade" Hunter. 
Dynamix, now a subsidiary of 
Sierra, has done a marvelous 
job, and I can only expect 
subsequent entries in the series 
to get better as the characters 
are developed and the plots 
grow in complexity. Still, Rise 
of the Dragon will be a tough act 
to follow. 


Hardware requirements: 
640K minimum memory (10- 
MHz 286 or faster recom¬ 
mended); VGA graphics; 
hard disk and mouse 
recommended; joystick 
optionai; major sound 
boards supported. 


The readout on the computer screen means Karyn has only a few minutes to live 
— unless you can find some way of disabling the injection-collar system. 


minute or hour increments — 
which means that you don't 
have to wait around all day 
for a crucial meeting with "the 
Jake," or for the time when 
you can finally get some sleep. 

niEW-LOOK GRAPHICS 

Graphically, Rise of the Dragon 
is stunning, looking like no 
other game. In something of a 
daring move against the 
growing practice of digitizing 
real actors and locales, 
Dynamix has chosen to hand- 
draw its game scenes, using 
muted tones to underscore the 
vague, edgeless nature of the 
city. The idea is to give a comic¬ 
book flavor to the screens. The 


designers succeeded ad¬ 
mirably, achieving a look that's 
not only unique but which also 
leaves the game player with 
the gritty feel of this city-to-be. 
Also, by softening the 
background focus, the artists 
have imbued the scenes with 
three-dimensional depth. 

A comic book bundled 
with the documentation 
provides a prelude to game 
play, as well as some valuable 
hints concerning the varied 
responsibilities of the typical 
sleazy private dick. You're free 
to take all of this information 
with as many grains of salt as 
you like. That applies 
particularly to any advice 
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t's that glamour 
girl from ghouls- 
ville. It's Elvira! 
And guess what 
— she can't find 
her chest. How¬ 
ever, the chest in 
question is of the 
wood-and- 
wrought-iron va¬ 
riety, and is hidden somewhere 
inside the vast, 800-room castle 
bequeathed to the Mistress of 
the Dark by her great-great¬ 
grandmother Emelda. 

It seems the old girl was 
none other than Lady Emelda 
of Killbragant, sort of a cross 
between Lucretia Borgia and 
Leona Helmsley. After dealing 
in dozens of dastardly deeds 
over the decades, Emelda died, 
but with the proviso that she be 
resurrected later to unleash her 
evil on a new generation of 
unsuspecting townsfolk. Her 
followers — wraiths, demonic 
spirits, zombies, and just plain 
ghosts — have been caring for 
the old castle and waiting for 
the day when Emelda would 
rise again, taking them all to 
their reward in Hades. The 



Battles become easier as you gain t 
experience points, especially as 
upgrade your weaponry. 



Elvira, Mistress of the 
Dark 

CARY MEREDITH 



Your first foray into the castle will probably end with your incarceration in the 
dungeon, where you'll be soundly chastised by the Mistress of the Dark. 


chest that Elvira is so anxious 
to find contains the instructions 
for the resurrection process. If 
she (with your help) can get to 
the chest first, she can stop the 
resurrection, get rid of Emelda 
and her minions for good, and 
turn the castle into a resort 
that'll even out-trump the 
Donald. 

Unfortunately for poor 
Elvira, the presence of all those 
demons and ghouls in the castle 
corridors has kept her confined 


mostly to the kitchen. On the 
other hand, since she has 
nothing else to do (with the 
exception of dispensing pithy 
insults), she can mix up a few 
spells and potions for you. Of 
course, you'll first have to 
round up all the ingredients. 
They're scattered throughout 
the castle and its grounds, and 
the acquisition of these ingre¬ 
dients is perhaps the real key to 
winning the game. If you have 
all the spells, and know how 


Unless you relish the idea of a 
confrontation with this decidedly 
unfriendly captain of the guards, 
avoid hanging a left when you 
enter the castle. 



The garden path is a veritable treasure 
trove of herbs and flowers necessary for 
the many spells you'll need. 


and when to use them, your 
only other concern will be de¬ 
veloping your fighting skills. 

Before you can find the 
spell ingredients, you must be 
able to recognize them. Some 
, are obvious and can be found 
by any half-wit (as Elvira keeps 
reminding you). Others, how¬ 
ever, can be recognized only 
after you've cast an Herbal 
Honey spell. First, go to the 
castle library and take the spell 
book you find there. Then head 
to the kitchen, where the Mis¬ 
tress Elvira awaits. Leave the 
book with her and ask her to 
mix up the basic ingredients 
for the Herbal Honey spell. 
Once you've used this spell, 
you'll be able to recognize all 
the strange items required by 
the other spells. 

Accolade'sdesigners have 
made acquiring items a really 
simple task. All you need do is 
place the cursor over the object 
in question, then hold down 
the mouse button. A hand icon 
will appear, meaning that you 
can drag the object over to the 
inventory label. Release the 
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Until you've mustered the crossbow 
and picked up a few bolts, it's advis¬ 
able to stay out of the falconry area. 


button and the object appears 
in your inventory window. 
When picking up items, you 
must use considerable judg¬ 
ment in what you take and 
what you leave. Most of the 
flowers and herbs you collect 
won't weigh you down much, 
but if you acquire too many 
heavy items, they'll slow you 
down and eventually exhaust 
you. A good ruleof thumb is to 
take whatever herbs and flow¬ 
ers you find, but just note the 
location of most heavier ar¬ 
ticles. They'll stay where you 
last left them, so there's no real 
reason to carry them around 
(that is, as long as you've saved 
your game regularly, and have 
a starting-over place should 
you die suddenly or need to 
backtrack). 

AT DEATH’S DOOR 

Death is indeed a very sudden 
event around the Castle 
Killbragant, as Emelda's 
henchmen are everywhere. 



The shed at the very end of the garden path contains several important items, but 
don't get greedy and try to haul them all away at once. 



Gardening is a more hazardous profession than you realized. Perhaps this poor 
fellow was experimenting with steroids and snapdragons. 



You can count on one or more 
of them being behind almost 
every door you open. That's 
why it pays to arm yourself to 
the teeth as soon as possible. 
There's a little gift shop just 
across from the corporal of the 
guards where you can pick up 
a shield and a battle-ax, but the 
real weapons are in the 
Armoury. Even after you're 
suitably equipped, you still 
must perfect your battle tech¬ 
nique. When confronted by an 
enemy, you usually (though 
not always) get a chance to 
land the first blow. If you score 
a hit, signified by a scream and 
a bloody gash on your oppo¬ 
nent, you'll often receive an¬ 
other offensive opportunity. 
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After the cook's seasoned demise, Elvira can return to the kitchen to stir up your 
spells. Be sure to provide her with the spell book, and don't forget to look in the 
pantry to your right. 



If you ve collected the ingredients for the Glowing Pride spell,you can light up the 
passage behind the dumbwaiter, enabling Elvira to wiggle in to get the key. 



The castle chapel is an inspirational 
haven. But enough of meditation — 
walk up to the altar and have a close 
look at the icons. 

swings are random, and you'll 
probably find that, at first, a 
wrong decision on the first 
defensive move leads to a 
quick and bloody death. For¬ 
tunately, the more foes you 
defeat, the higher your experi¬ 
ence points go. That makes 
each subsequent battle a little 
bit easier. 

There are some castle- 
dwellers, such as the impos¬ 
ing fellows who use animate 
skulls as weapons, who can¬ 
not be dispatched by simple 
swordplay. For these you must 
acquire the ingredients to the 
more complex spells, which 
include potions for stunning 
your enemies or giving you 
great, albeit temporary, 
strength. And then there are 
those creatures that are best 
left alone entirely. While you 
can zap the maze creatures 
with a spell or with your cross¬ 
bow, you're better off if you 
just avoid them altogether. 


With a relatively weak 
opponent (foes are color-coded 
so you can quickly judge their 
relative strengths), you may 
not have to worry about de¬ 
fense at all. Stronger foes re¬ 
quire adequate defense, and 
here's where your reflexes re¬ 
ally come into play. You have 
only a fraction of a second to 
determine from which side the 
sword (or other weapon) is 
coming, and to decide whether 
to parry or block the blow. The 


You'll need the hammer from the shed 
and some wood from the living room 
to put an end to this lady's tormented 
existence. 





































Like the catacombs, the dungeon is one place where you'll want to get in and out 
as quickly as possible. The central chamber contains several important items. 


Everything seems to be in order, ex¬ 
cept for a small recessed area that 
might accept a gem of a certain shape. 
Li& the gem in Elvira's ring, per¬ 
haps? 

They might make off with 
some of your possessions, but 
don't worry. Whatever they 
take can be retrieved from the 
nest at the center of the maze. 

As is usual with an FRP 
game or a graphic adventure, 
saving your game is very im¬ 
portant. To that end. Accolade 
has made saving a fairly pain¬ 
less procedure. There is a catch, 
however, with restoring saved 
games. Unlike most graphic 
adventures, Elvira, Mistress of 
the Dark has no directory of 
saved games to consult. So you 
must write down each saved 
game name or else you'll find 
yourself returning to DOS for 
a peek at the game's directory 
of file names. It's only a minor 
problem, and could probably 
be fixed quite easily by the 
game's designers. 


CORE GALORE 

Two comments must be made 
concerning the graphics of the 
game. They're excellent, full 
of color and detail, and really 
enhance the game's character¬ 
izations and believability. But 
they may be a bit too strong for 
some tastes. As the sticker on 
the box warns, Elvira, Mistress 
of the Dark does indeed contain 
some bloodcurdling graphics. 
Severed heads floating in soup 
kettles, stakes driven into 
vampires' hearts with the ex¬ 
pected bloody results, and 
sword wounds spurting gore 
are but a few of the chilling 
images you'll find in this game. 
These images are, of course, 
one of the major reasons for 


placing this 
game several 
steps above 
most of the 
genre's titles. 

There's noth¬ 
ing you haven't 
already seen in 
horror movies, 
but somehow 
such a confrontation on the 
normally sedate computer 
screen increases the shock 
value. Just keep saying over 
and over to yourself, "It's only 
O's and I's, it's only O's and 
I's," then sleep with the lights 
on for the next few weeks. 

If you can stand the gore, 
you'll discover that Elvira, 
Mistress of the Dark possesses 
considerable depth and a truly 
wicked (and often raunchy) 
sense of humor. There's even a 
very good soundtrack, should 
you happen to own one of the 
supported soundboards. With 
an 800-room castle to explore, 
you won't be finding Elvira's 
chest after a few hours of gam¬ 
ing (the designers estimate 
more than 100 hours to finish, 
but you can win much more 
quickly). It's not a game for 
everyone, but its smooth game 
play and exciting graphics 
should recommend it to more 
than just the legions of Movie 
Macabre fans out there. As the 
Mistress herself would say, 
"Unpleasant dreams." 

C^P 


While you can't help but marvel at the beautiful mural, you have to wonder 
whether there's something behind it that you need. And what about that crown on 
the column behind you? 


Hardware requirements; 
640K minimum memory 
(8-MHz 286 or faster 
computer recommend¬ 
ed); hard drive required; 
VGA and EGA graphics; 
AdLib sound board sup¬ 
ported; mouse optionai. 


Those who live by 
the sword die by 
the sword, a mot¬ 
to that should be 
engraved on ev¬ 
ery door in Castle 
Killbragant. 
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ALTERNATE 

LIVES 

NEIL RANDALL 

LORD OF THE RINGS: LABOR OF LOVE 


process, this game has also 
managed to take a completely 
fresh approach to the nature of 
computer role-playing games. 
Both accomplishments are 
worthy and welcome. 

If you look only at the 
game's interface, you won't see 
anything especially remark¬ 
able. Like most Interplay 
games, the interface is easy to 
use and the graphics are strong. 
You see the members of the 
fellowship trudging from place 
to place as you cross bridges, 
enter buildings, and climb hills 
in realistically rendered set¬ 
tings. From the map screen you 
can bring up the options menu, 
where you can load and save 
games, pause the action, stop 
the music, or quit the program. 
If you want the real stuff to 
happen, though, you must 
press the space bar and bring 
up the character menus. 

From the character menu 
you can view the character's 
stats, cast magic spells, equip 
or trade items, talk to charac¬ 
ters, use inventory items, or 
change leaders. Each action 
requires a single keystroke, 
which either does nothing or 


A typical screen 
shows the party 
of three hobbits 
about to meet a 
non-player 
character. Most 
buildings look 
like this, as does 
the vegetation. 


w 

doubt, J. R. R. Tolkien's The Lord 
of the Rings is the basis for the 
popularity of modern fantasy, 
both in fiction and in role-play¬ 
ing games (RPG's). Drawing on 
myths, legends, folklore, and 
his own vivid imagination, 
Tolkien created a fantasy world 
that people could easily care 
about. Tolkien's work inspired 
a host of imitations in both the 
literary and gaming worlds; but 
while literary imitations have 
ranged from the horrendous to 
the very good, 
games have al¬ 
most univer¬ 
sally failed to 
reflect the care 
that went into 
Tolkien's work. 

The oppo¬ 
site is true in 
Interplay's The 
Lord of the Rings, 
Volume 1, and that's why it's so 
undeniably special. Unlike 
other computer games based 
on Tolkien's world. Interplay's 
efforts have focused on re-cre¬ 
ating the detail and communi¬ 
cating the sheer love that went 
into the written work. In the 


In the game's introduction, 
the first part of the novel is 
outlined. Here, Gandalf 
begins his explanation of 
the importance of the ring. 


yields another menu. From this 
nested menu, another single 
keystroke accomplishes the 
action. Simple and elegant, the 
system handles some surpris¬ 
ingly complex situations. You 
also use this nested menu to 
engage in combat. Conducting 
battle is simply a matter of 
moving each character into 
position and either casting 
spells or attacking with fists, 
knives, swords, or axes. You 
lose life points when you' re hit, 
and your enemy loses them 
when you hit him. It's all very 
simple, and very easy to use. 

And this is, of course, in 
keeping with theTolkien books. 
Most fantasy role-playing 
games and novels want com¬ 
bat regularly, but in Tolkien's 
trilogy it doesn't happen much 
at all. In Interplay's adaptation, 
as in the trilogy, combat is quite 
rare. It's possible to travel a 
long while without engaging 
in combat, and most fights are 
those you've sought yourself. 
In many cases, you can avoid 
combat by uttering the right 
password or showing the right 
item — and it's almost always 
better to do so. Unlike most 
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Inside Rivendell, Bilbo prepares to 
perform an action. He can talk to 
someone, trade or use items, and so on, 
as shown on the menu screen. 

fantasy RPG's, The Lord of the 
Rings doesn't link gaining items 
with defeating enemies, so you 
can collect important artifacts 
without going through the 
ritual of battling foes. Monsters 
in this game don't carry trea¬ 
sure chests. 

For that matter, there aren't 
many monsters. You don't meet 
up with 12 rabid rats, 6 zom¬ 
bies, or 8 were-bats. Instead, 
you encounter a couple of 
wolves, an ore or two, the oc¬ 
casional human, and some¬ 
times, and only when and 
where appropriate, magical 
creatures like barrow-wights 
and wizards. The effect of in¬ 
frequent combat is that the story 
carries far more suspense than 
you find in other fantasy RPG's. 
Another effect is that, once 
again. Interplay has captured 
the pace and feel of Tolkien's 
original trilogy. 

The secret formula for 
Interplay's success, though, is 
attention to detail. You begin 
the game as Frodo, with Sam 
and Pippin standing with you 
in front of your hobbit-hole. Bag 
End. Before the game even 
starts, however, you're given a 
colorful summary of the first 
two chapters of Tolkien'sbook, 
and all details are accurate. 
Then you begin your journey, 
and nothing's omitted. In the 
Shire itself, for instance, you 
don't meet generic hobbits — 
you meet Lobelia, the Gaffer, 
and Farmer Maggot. Get 
through the Old Forest and you 
find Tom Bombadil and Gold- 
berry, and in Bree you meet up 
with Strider and Barliman 
Butterbur. Bilbo, Arwen, and 
Elrohir await you in Rivendell, 
and you even come across 
Glorfindel on the road. 

Interplay's adaptation also 
shines in its enhancements to 
Tolkien's story. Not wanting to 
put off a generation of Tollden 


fans, the designers decided to 
add, very carefully, adventures 
not contained in the trilogy. 
Carefully is the key word here: 
Every added episode is either 
hinted at in the novels or clearly 
would have been possible in 
the Tolkien scheme. 

In the Shire, for example, 
you meet the dwarf Druin, and 
in Buckland you come across 
Athelwyn the elf. Both will join 
your party, yet neither appears 
in the trilogy. Also in the Shire, 
you can take on several minor 
quests, ranging from finding a 
lost dog to rescuing two lost 
children among the ruins of the 
East Woods. After passing 
through the maze of the Old 
Forest you come across Bom¬ 
badil, but you also meet the 
spirit of Withywindle the 
stream, and seek the aid of 
Ruddyoaks the tree. Both 
Withywindle and Ruddyoaks 
are discussed in the trilogy, but 
the game cleverly brings them 
to life. When Ruddyoaks joins 
your party, in fact, you are ex¬ 
periencing first-hand a bit of 
Tolkienesque magic. Truly ex¬ 
cellent stuff. 

Other clever side-adven¬ 
tures follow. A major addition 
to the plot involves the recov¬ 
ery of the Golden Wheel, a 
dwarfish artifact that's impor¬ 
tant for success. This plot, 
linked to the nature of the 
dwarves and Moria, is not in 
the trilogy, but it's appropriate 
to and very well-handled in the 
game. Little touches abound as 
well, such as Bilbo following 
you to the library in Rivendell 
and helping you find some es¬ 
sential scrolls. This is exactly 
the kind of thing Bilbo might 
have done, since he was fasci¬ 
nated by books and served as a 
constant source of information 
for Frodo. 

The first part of this game 
takes place in the Shire and 
Buckland. Once through the 
many different adventures 
here, including a meeting with 
Gildor the Elf and a few other 
more surprising characters, the 
party must find its way through 
the Old Forest. The maze here 
is quite frustrating, but certainly 
no more than it was for the 
characters in the book. Past the 
Old Forest is Tom Bombadil's 
house, and after a series of fairly 
complex adventures, it's off to 
the event-filled Barrow-Downs. 


Eventually you'll find yourself 
lost in the fog, and when you 
emerge, you'll almost certainly 
be face to face with Sharkey's 
Shipping Store and the under¬ 
ground adventures that await 
you there. Then it's off to Bree, 
and eventually to Rivendell and 
beyond. This game takes you 
approximately to the end of the 
first volume of Tolkien's tril¬ 
ogy, and gives full treatment to 
all the major events that take 
place in the novel. 

Fine, you say, but what if I 
haven't read Tolkien's books? 
Since 1 suspect there may be a 
few of you out there, I tried the 
game out on three people who 
hadn't read the trilogy. In ev¬ 
ery case, the opening screens 
provided all the background 
these players needed to begin 
the story, and the interface was 
intuitive enough to keep them 
interested and playing. None 
was an experienced game 



player, so this ease of play 
spoke volumes about Inter¬ 
play's design. 

This game is a treasure for 
Tolkien fans. While no game 
can possibly capture the nov¬ 
els' sheer drawing power. 
Interplay's designers have done 
everything possible to capture 
the spirit of the books. And, 
faithful to the original work, 
they've minimized combat and 
maximized wonder, something 
long overdue in the fantasy RPG 
genre. If all goes well, playing 
this game will actually enhance 
your reading of the books, and 
there's nothing more you can 
ask. To be quite honest, 1 didn't 
think it could be done. 


Between episodes, colorful 
screens appear and relate 
the story. Here, you're 
reminded of the menace of 
the Black Riders. 
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WILLIAM R. TROTTER 

HIGHS [AND LOWS) FROM WINTER CES 


Castles from Interplay 



m confess to feeling consid¬ 
erable ambiguity about watch¬ 
ing one war game after another 
at the recent Winter Consumer 
Electronics Show while at the 
same time the Persian Gulf 
countdown entered its final 
hours and the U.S. Congress 
voted to authorize war. 

Colleagues from other PC- 
oriented magazines expressed 
the same sense of unease, al¬ 
though there were many lively 
discussions about what was 
"right" in this case. One thing 
we all agreed on, however, was 
that the absolute nadir of the 
war game genre was reached at 
this CES with the debut of two 
new video "games" entitled 
Attack Iraq! and Saddam. These 
crude, vicious, witless, and 
blatantly racist games offended 
nearly everyone who saw them. 

As for the high points, well, 
there were many indeed. 

Pride of place, in my opin¬ 
ion, must go to Interplay's 
Castles and to Spectrum Holo- 
Byte's Falcon 3.0. 

The former game is based 
loosely on Edward I's 11th- 
century scheme to pacify Wales 
by constructing a network of 


fortresses whose strength and 
scale still inspire awe. In Castles, 
you design the fortresses of 
your dreams, choosing the 
ground, size, configuration, 
and degree of fanciness as your 
imagination, and the amount 
of funds in the exchequer, dic¬ 
tate. Decide how high the walls 
will be. Place square towers or 
round? One or two gates? An 
inner keep or a deep moat? 
Once the castle is built (some¬ 
times as it's built), you'll have 
to defend it against assault, us¬ 
ing everything from crossbows 
to cauldrons of boiling oil. 

The animated castle¬ 
building scenes are a delight; 
the sieges themselves are sur¬ 
prisingly cinematic and de¬ 
tailed. There's a role-playing 
context as well — you have to 
tax and allocate resources, 
conduct diplomacy, and medi¬ 
ate between church and state. 
I've long fantasized about such 
a build-'em-and-besiege-'em 
simulation (and suspect a lot of 
you have, too), and can hardly 
wait to get my hands on this 
spring release. 

From low-tech to high. 
Falcon 3.0 upgrades one of the 


all-time great jet combat simu¬ 
lators — and virtually moves it 
to the level of a brand-new 
product. Spectrum HoloByte 
has been creating air-combat 
simulators for the Defense De¬ 
partment for more than two 
years, and everything Spectrum 
has learned (except for the top- 
secret stuff, of course) is on 
display in this sophisticated 
product. 

Animation is velvet- 
smooth, flight dynamics are 
convincing (when you pull too 
many G's, for instance, the 
screen goes gray, replicating the 
effects of a blackout), and low- 
level missions reveal excep¬ 
tional shading and landscape 
contour. 

Plenty of high-tech weap¬ 
onry is packed into Three- 
Sixty's Megafortress, an adap¬ 
tation of the best-selling novel 
Flight of the Old Dog. Assuming 
the roles of pilot, navigator, 
gunner, and electronic warfare 
officer, you try to penetrate 
5,000 miles of hostile air space 
and plop a 3,000-pound TV- 
guided bomb into a top-secret 
installation. For defense, you 
have air-to-air missiles, anti- 
















radar missiles, and electronic 
countermeasures galore. 

This game opens with a 
dramatic title sequence that 
would grace any movie, and it 
makes use of numerous cin¬ 
ematic techniques throughout. 
The B-52's interior is m^eled 
with scrupulous attention to 
detail, and the need to master 
/owrcomplex on-board systems 
is sure to provide the kind of 
challenge that many simulator 
buffs thrive on. 

MicroProse's original 
Gunship won just about every 
award going and sold well over 
100,000 copies. This spring, 
MicroProse will release Gunship 
2000. What I saw looked excit¬ 
ing. You can control up to five 
choppers at once and have the 
option to fly some extremely 
large-scale missions. Especially 
impressive are the three-di¬ 
mensional terrain graphics, 
which MicroProse says are the 
result of a new technological 
process. Given the extreme 
popularity of Gunship and the 
quantum jumps in PC graphics 
and animation since that clas¬ 
sic was released, Gunship 2000 
should find a large, enthusias¬ 
tic audience. 

Activision showcased two 
aerial war games. F-14 Tomcat, 
slated for fall release, finally 
lets PC owners see what Com¬ 
modore players were shouting 
about a few years ago (the 64 
version was a long-running 
bestseller). I had only a quick 
look at f-14Tomcflf,not enough 
exposure for me to say any¬ 
thing except that the game 
looked good. 

Somewhat more original 
in both concept and look was 
Activision's Death or Glory, 
which lets you fly a dozen of 
the best-known planes from a 
76-year span of aviation history. 
Scenarios range over both 
world wars, Syria in the Yom 


Gunship 2000 
from MicroProse 

Kippur War, Vietnam, Korea's 
Mig Alley (where you can also 
include B-29s if you like), and 
— perhaps most interesting — 
the Falklands War. 

The Falklands demo was 
running when 1 visited the 
Activision booth, complete 
with nicely modeled replicas 
of HMS Invincible and various 
landing and support ships. 
After watching Harrier jets duel 
with Argentine Mirages for a 
while, I became particularly 
intrigued by this game's "What 
If?" mode, which enables you 
to tweak history to your heart's 
content, pitting Mig-21s against 
Harriers, or Me-l()9s against F- 
86 Sabre jets. Due out this 
spring. Death or Glory appears 
to offer a lot for the money. 

Lucasfilm, as some read¬ 
ers may know, has postponed 
the release of Secret Weapons of 
the Luftwaffe in order to fine- 
tune the strategic bombing 
campaigns. More of the game 
was on view than ever before, 
however, and one flight with 
the Me-262 — hurling rockets 
and 30 mm. shells at a flight of 
B-17s — was all the titillation 1 
needed. Lucasfilm promises 
that the wait will not be long. 

And speaking of Lucas¬ 
film, a new British software line. 
Arena (distributed by Spec¬ 
trum HoloByte) is going head- 
to-head with Their Finest Hour 
by importing what their 
spokesperson claims is a dis¬ 
tinctively different and more 
authentic Battle of Britain game 
titled Reach for the Skies. The 
brief demo loop on display did 
not permit more than a first 
impression, but the game 
looked good, and a conversa¬ 
tion with one of its program¬ 
mers convinced me of Arena's 
respect for historical authen¬ 
ticity. But "better than Their 
Finest Hour" is a mighty claim 
indeed, and game players un¬ 


der the spell of Lucasfilm's 
masterpiece may be forgiven a 
bit of skepticism. 

One final entry into what 
was virtually an all-air-war 
show is Broderbund's Ancient 
Art of War in the Skies: The Red 
Baron Meets Sun Tzu. As the 
title might suggest, Broder¬ 
bund's approach is somewhat 
lighthearted, with more of an 
emphasis on game than on 
simulation, and with bright, 
cartoony graphics rather than 
ersatz movie screens. 

The other two Ancient Art 
games have enough partisans 
to assure a built-in audience for 
this final installment of the tril¬ 
ogy, but 1 fear others may hold 
it up against such state-of-the- 
art blockbusters as Red Baron 
and sniffily dismiss it. Such 
comparisons would be unfair. 
Taken on its own terms. War in 
the Skies seems like a charming 
and enjoyable game. 

Except for Three-Sixty's 
Das Boot (which appeared be¬ 
fore the show and is covered in 
this issue's "First Looks"), there 
weren't any new naval warfare 
titles. That's a 
pity. Can you 
imagine what 
the latest in 
graphics and 
animation 
could do with 
a Jutland or 
Tsushima sce¬ 
nario? 

As for ground warfare, 
there was but one debut. 
Ocean's Lost Patrol, in which 
you take charge of a platoon of 
GI's trapped deep behind VC 
lines in Vietnam and try to 
guide them to a friendly base. 
This looked promising — fi¬ 
nally a Vietnam game with 
some meat to it and consider¬ 
able graphic flair. 

Koei, whose epic Oriental 
history simulations are some of 
the finest PC games ever de¬ 
signed, is finally into new mi¬ 
lieus. Among the titles prom¬ 
ised in the not-too-distant fu¬ 
ture is a mammoth Napoleonic 
simulation called L'Empereur. If 
Koei can do for the Corsican 
what they did for Nobunaga 
and Genghis Khan, the results 
will surely be worth the wait. 
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ARLAN LEVITAN 


LUNAR EXPLORATIONS 



It's another long 
(336-hour) lunar day 
at Moonbase Alpha's 
Green Cheese Semi¬ 
conductor manu¬ 
facturing complex. 


It was 4 a.m. as computer 
columnist and occasional gad¬ 
fly Arlan Levitan squinted im¬ 
patiently at his trusty IBM 
clone's VGA display and 
gulped another jolt of strong 
Colombian java from his Game 
Player's coffee mug. Another 
long, cold, lunar night at the 
helm of Moonbase Alpha lay 
ahead, a post he had accepted 
with an eagerness which had, 
in an uncanny imitation of life, 
yielded to a strange mixture of 
ambivalence and hope for the 
future. 

He dimly recalled first 
opening the glossy manual 
from Wesson International's 
Moonbase, eager to delve into 
the intricacies of what promised 
to be an engaging simulation. 
An avid follower of NASA-re¬ 
lated activities, Levitan had 
been looking forward to the 
release of Moonbase ever since 
he first laid eyes on the teaser 
flyer that had accompanied his 
review copy of TRACON II, 
Wessl)n's excellent air-traffic 
control simulation. 

Previous discussions with 
the development team at 


Wesson had indicated that 
Moonbase was derived from 
material obtained from NASA's 
Johnson Space Center by KDT 
Advanced Systems Group. The 
Moonbase simulation was re¬ 
puted to be too complex for a 
general audience, and Wesson 
was considering marketing the 
simulation primarily to scien¬ 
tists and educators. 

A quick read of the manual 
proved perplexing. There was 
a handful of technical informa¬ 
tion on lunar colony economics 
and dynamics, but most of the 
text was a series of vignettes 
portraying the travails of 
Charlie Weiss, a Moonbase ad¬ 
ministrator. The apparent in¬ 
tention of the narrative was to 
afford the reader the opportu¬ 
nity to "live the Moonbase ex¬ 
perience," but contained little, 
if any, information that would 
prove to be helpful in the long 
run. The actual instructions for 
the simuj^tion were presented 
in disjoii^^bite-sized chunks 
sandwicWBnto the story. 

The ^Bal was simple 
enough: Establish a lunar 
colony and become self-suffi¬ 


cient within a hundred years. 
The bottom line was that all 
man-made items cost money to 
build and maintain. NASA 
provided full support for the 
first ten years, but after that 
Levitan would be on his own. 

The first order of business 
was to establish living quarters 
for a skeleton crew, communi¬ 
cations facilities, and a landing 
pad for visitors. After that, 
generating revenue became the 
order of the day. A limited 
budget dictated that mining 
operations be established first. 
The first mines extracted liquid 
oxygen from the lunar crust. 
Later exploration found 
enough ice trapped beneath the 
surface to support a water ex¬ 
traction facility. 

Most new structures re¬ 
quired both power and cooling, 
the latter made simple enough 
by efficient radiator systems. 
In the beginning, photovoltaic 
solar arrays provided clean, 
safe power for the burgeoning 
colony. Generating power via 
cheap but dangerous atomic 
fission was wisely avoided. 
After scientists made a series of 
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breakthroughs, 
atomic fusion be¬ 
came practical and 
reliable. Wide¬ 
spread acceptance 
of fusion power 
also meant that the 
moon's abundant 
Helium 3 could be 
mined and sold to 
generate further 
income. 

As revenues 
grew, investment 
in manufacturing 
facilities was un¬ 
dertaken. The 
moon was well- 
suited to produc¬ 
ing solar cells of 
outstanding pu¬ 
rity, as well as high-speed inte¬ 
grated circuits. As the colony's 
mines and factories multiplied, 
new living quarters were 
added to accommodate the 
growing population. Recre¬ 
ation facilities helped keep 
morale and productivity high, 
and greenhouses were estab¬ 
lished to augment the supplies 
of food being shipped from 
Earth. As the settlement 
thrived, a luxury hotel was built 
to attract well-heeled tourists 
who were willing to pay dearly 
for a vacation on Luna. 

Some care had to be taken 
in expanding living space as 
more colonists were ferried in 
from Earth. The miners and 
factory workers were likely to 
strike if conditions became too 
overcrowded. Volatile liquid 
oxygen produced by the LOX 
refineries was prone to deto¬ 
nation. Revenues from sales of 
manufactured goods and 
mined raw materials fluctuated 
with demand and economic 
conditions back on Earth. When 
market prices were low, there 
was rarely enough cash gen¬ 
erated to fully resupply the 
base. When supplies were 
short, productivity of all in¬ 
dustries fell dramatically. 

In retrospect, Levitan had 
mixed feelings about his stint 
on Moonbase. While he re¬ 
called the elegant design and 
appearance of the colony 
buildings with great fondness, 
the animation and sound that 
supplemented the visual dis¬ 
play of the base on his com¬ 
puter would have sorely dis¬ 
appointed less tolerant souls. 

Things often failed to go 



Soon after the Moonbase labs perfect atomic fusion, demand for solar 
cells falls through the lunar crust. Stepping up Helium 3 production 
may pull the base through some rough financial times. 


as smoothly as they should 
while he built the colony from 
scratch. Even though he used 
an 80386-based PC throughout 
his tenure, his activities were 
often subject to long freeze-ups 
when new structures were 
added. The more complex the 
base grew, the more frequent 
the freezes became. He often 
wished his machine were 
equipped with an optional 
math coprocessor which his 
Moonbase manual claimed 
would speed things up mark¬ 
edly. 

Levitan had expected some 
kind of metaphorical pat on the 
back for meeting the Moonbase's 
prime objective, but found none 
forthcoming. Even when his 
goals for the base seemed to be 
met, life droned along with nary 
a final measure of success or 
failure. Adding to those feelings 
of frustration was the sense that 
life on Moonbase Alpha lacked 
a certain amount of depth. Mas¬ 
tering the rudiments of base ex¬ 
pansion proved relatively 
simple. After that, the success or 
failure of the base seemed to 
depend on the vagaries of 
monthly price fluctuations, 
which seemed more fickle than 
a politician's promise. 

The reports available to the 
Moonbase administrator lacked 
enough detail to track down the 
cause of operating losses in spe¬ 
cific segments. The "normal" 
laws of supply and demand ap¬ 
peared to be inoperative or in¬ 
scrutable. Limiting supply in the 
face of high demand by holding 
back goods for sale had no effect 
on market prices. The price of 
highly demanded goods in short 


supply often fell. 
Letting the computer 
automatically sell all 
goods off as they 
were produced was 
wasteful and illogi¬ 
cal. Attempting to 
maximize return by 
watching market 
prices and selling 
manually was cum¬ 
bersome and clumsy. 
What good were 
computers if you 
couldn't set up spe¬ 
cific orders to sell 
based on market 
movement? 

LOX plant ex¬ 
plosions were par¬ 
ticularly vexing. 
When an explosion occurred, 
there was no indication as to 
which plant had been vapor¬ 
ized. That invariably meant 
wasting precious time search¬ 
ing for the devastated site. Why 
distinguish between explosions 
caused by sabotage, misman¬ 
agement, or meteor strike if the 
saboteurs could not be routed 
out, lax managers be fired, or 
meteor shields be constructed? 

Levitan's view of the base 
was occasionally 
obscured by space 
garbage, which 
necessitated the 
inclusion of a 
"redraw" com¬ 
mand in the mas¬ 
ter program. Wa¬ 
ter production of¬ 
ten halted inexpli¬ 
cably, although nothing seemed 
amiss. 

Levitan leaned back in his 
acceleration couch as he pre¬ 
pared to disengage from his 
duties as Moonbase adminis¬ 
trator and return to Earth. In 
retrospect, Moonbase had ad¬ 
mirably succeeded at serving 
up a rather high-level look at 
the basic structure of future lu¬ 
nar colonies. Unfortunately, the 
insights it provided served only 
to whet the appetite rather than 
satiate it. If future administra¬ 
tors were afforded more so¬ 
phisticated tools, guidance, and 
detail, Levitan concluded, an¬ 
other stint at Alpha might prove 
quite rewarding. Until then. 
Earth would suit him quite well. 

<^P 
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At the end of every 
year, Moonbase 
administrators 
relive the dread of 
their youth by 
bringing home a 
report card. 
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REVIEWS 


PGA TOUR GOLF 


BRIAN CARROLL 





'W go to Pat on the 
18th." 

Every hacker dreams of 
playing with and even defeat¬ 
ing the pros in front of a na¬ 
tional television audience. How 
many of us haven't slipped on 
the Masters' green jacket in the 
privacy of our own dream 
world? 

In Electronic Arts' PGA 
Tour Golf, voted game player's 
top PC sports game for 1990, 
such fantasies are possible. 
About the only things missing 
are Pat Summerall's hushed 
voice and the 
big-money 
purses. 

The game 
is designed to 
let you go 
head-to-head 
against 60 
Tour pros, 
most promi¬ 
nent of which 
are Craig Stadler, Fuzzy 
Zoeller, Hale Irwin, and Hal 
Sutton. Statistics modeled after 
these pros' real scores are coded 
into the program, giving you 
an exciting dose of realism and 
a clinic in playing golf. 

PGA Tour Go//even pack¬ 
ages the game's most exciting 
component, the tournament, as 
if it were being broadcast on 
network television. Announc¬ 
ers keep you posted on what's 
happening around the course, 
and instant replays are readily 
available. The aerial fly-by 
views of each hole are as good 
as anything you've seen on net¬ 
work TV. 

Game play is basically 
handled the same way as in 
most other golf simulations. 
Your swings and putts are con¬ 
trolled by your space bar, 
mouse, or joystick fire button. 
To begin your backswing, tap 
your space bar (or mouse or 
joystick button) once. When the 


Left and Right arrows mooe cursor 
FI and F2 move grid 


The boD is 2 in. below the cup, 3? ft. away 



A three-dimensional, topographical grid will show you each and every break and 
slope in the green. 


power gauge at the bottom of 
the screen reaches the desired 
power level, tap again to begin 
the downswing. A third tap 
when the gauge reaches zero 
launches a straight shot. If you 
tap too early, your ball will 
hook; tap too late and the ball 
will slice. 

Putting is clearly the 
game's most difficult skill to 
master. No surprise, right? Just 
as in real golf, the trick is mas¬ 
tering the "touch." Depending 
on how numerous and harsh 
the breaks are, even the slight¬ 
est misadjustment in lining up 
your putt can produce some 
very undesirable results. 

The way PGA Tour Golf 
treats the putting game is truly 
a breakthrough. You are given 
a three-dimensional contoured 
grid before each putt that shows 
your distance to the cup, how 
far your ball sits above or below 
the pin, and the curves of the 
green, no matter how subtle. 
This type of presentation even 
has practical applications for 
the real-world golfer. If a 
weekend duffer could learn to 
analyze putting surfaces the 
way this game does, his putting 
game could improve markedly. 
Going through this analysis has 
a wonderful bonus effect: It 


keeps you in the game men¬ 
tally. 

Even with all of the infor¬ 
mation provided, it takes time 
to get accustomed to the grid 
and figure out exactly what it's 
telling you. Fortunately, prac¬ 
tice greens are offered, and 
you'd be well-advised to spend 
time with them. 

After you've practiced 
your putts and drives (various 
driving ranges are also avail¬ 
able for practice), it might be 
time to test your skills in a 
tournament. You can select one 
of four different courses, three 
of them detailed simulations of 
actual coursesusedontheTour 
— PGA West, Tournament 
Players' Club (TPC) at Avenal, 
and TPC at Sawgrass. The 
fourth is a fictional course called 
Sterling Shores. Each course is 
unique and rendered with ex¬ 
quisite detail. 

The tournament is made 
up of four rounds — that's the 
good news. The bad news is 
that only the top 48 of the 61 
starters can play the second 
round. Only 32 from that field 
of 48 can then advance to the 
third and fourth rounds. As 
added pressure, you're keptup- 
to-date on who is moving up 
the leaderboard. While watch- 

















ing the scoreboard keeps your 
competitive juices flowing, it 
also magnifies your mistakes 
as you watch your name drift 
farther down the list toward 
oblivion. 

To have a decent shot at a 
tour victory, every PC duffer 
needs to know some of the 
game's finer points. For ex¬ 
ample, let's say your ball is 
buried in a bunker. If you select 
Special Shots from the Options 
menu and choose Punch Shot, 
you'll have a better chance at 
getting the ball back into safe 
territory. Although your dis¬ 
tance will suffer, you're not as 
likely to end up with a whiff, 
shank, or flub. 

Another Special Shots op¬ 
tion is the chip. If you're on the 
fringe of the green, too far from 
the^up for a comfortable putt, 
you can use the Chip Shot. It 
won't cover a lot of territory, 
nor will it fly very high. But it 
lets you knock the ball onto the 
green where the slopes can take 
over. Hopefully, you can match 
a good chip with the contours 
of the green. 

Hitting with backspin is a 


trick pros frequently use. They 
know it's probably better to hit 
the ball just past the hole and 
rely on the backspin to bring it 
back, since the shorter irons 
naturally cause the ball to do 
this anyway. How many times 
have you seen a tour pro on 
television wow the gallery with 
this trick? 

If you're like many 
linksters, getting the ball from 
tee to green is not a problem. 
It's what to do once you' re there 
that causes the grief. The put¬ 
ting grid breaks this aspect of 


golf down to almost a math¬ 
ematical equation. For instance, 
if you're 24 feet from the cup 
and your putter is listed as hit¬ 
ting up to 32 feet, some quick 
division says that under per¬ 
fect circumstances you would 
need 75 percent of your power 
gauge. However, let's say your 
ball sits four inches below the 
cup, meaning the putt will be 
going uphill. Now let's say 
there's a slope that banks left of 
the cup. What you need to do is 
add a little muster for the uphill 
stroke and aim just right of the 
cup to account for the slope — 
your ball should end up either 
at the bottom of the cup or in 
close for an easy second putt. 

It's also important to con¬ 
centrate on the short "gimme" 
putts just as intensely as you 
did on your drive off the tee. 
More than one PGA pro has 
flubbed a two-footer and lost 
big bucks in prize money. Make 
sure you putt with authority. If 
you're five feet in or closer, ig¬ 
nore the breaks and putt into 
the heart of the cup. 

PGA Tour Golf is a truly 
remarkable entertainment 
package. With it you can chal¬ 
lenge the world's best golfers 
without worrying about the 
weather forecast or paying 
outrageous greens fees. 

C^P 



Three of the four courses 
are authentic. You can 
challenge the water hazards 
at Sawgrass, the narrow 
fairways at Avenal, and the 
bountiful bunkers at PGA 
West Stadium. 


Hardware requirements: 
512K minimum memory; 
VGA, MCGA, EGA, CGA, and 
Hercules graphics; Roland 
MT-32 and Ad Lib sound 
supported; mouse and 
joystick supported. 
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REVIEWS 


COMMAND H. Q. 

WILLIAM R. TROTTER 







ommand H.Q. is one of 
those war games you can play 
when you're too fuzzed-out to 
wrestle with anything fancy, 
when you want to turn a novice 
on to computer war-gaming 
without overload, or when you 
just don't have the time for a 
six-hour-long campaign. It falls 
squarely in the time-honored 
beer-and-pretzels tradition of 
Risk, although it is, to be sure, a 
much more sophisticated game. 

Designed by veteran game 
programmer Dan Bunten 
(M.U.LE. and Seven Cities of 
Gold), Command H.Q. from 
MicroPlayisa 
game of global 
grand strat¬ 
egy in which 
campaigns are 
waged in real 
time, not in 
game turns. 
You can set 
the speed at 
fast, slow, or 
any one of several degrees of 
medium, but the inexorable 
pressure of time and of enemy 
movement — real or potential 
—adds considerable zest to the 
goings-on, as well as an ele¬ 
ment of welcome realism. You 
simply don't have all the time 
you want in which to make your 
decisions, any more than a real 
commander would. The situa¬ 
tion is always fluid, and if you 
don't devote some of your re¬ 
sources to intelligence-gather¬ 
ing, you're likely to have some 
nasty surprises. 

Air, sea, and ground units 
are represented by stylized 
icons. Each icon has a red bar 
running under its base which 
shows at a glance if the unit is at 
full strength, and if not, how 
much it has been weakened 
through casualties or attrition. 
Infantry units which are not on 
the move also display a green 
bar to show when they have 


become "entrenched" (and in¬ 
fantry units entrenched in a city 
can really grind up attacking 
forces, just as in real life) .Long¬ 
distance movement over rough 
terrain causes attrition. Weak¬ 
ened units must rest awhile in 
cities, bases, or oil fields in or¬ 
der to recover their full combat 
efficiency (a chore the computer 
takes care of automatically). 

Air units are terrifically 
expensive, but extremely pow¬ 
erful on both offense and de¬ 
fense. If you plan an offensive 
strategy, carrier groups are the 
mightiest way to project power 
(make sure they're adequately 
escorted by surface units, 
however). If your concerns are 
primarily defensive, you'll find 
that submarines are definitely 
cost-effective. 

Of the five game scenarios 
— 1918, 1942, 1986, 2023, and 
????—1918 is probably the one 
you should try first. It's the 
easiest because it uses only in¬ 
fantry, subs, and surface fleets. 
Later scenarios add other 
weapons capabilities: air 
power; carrier groups; spy sat¬ 


ellites, which can be placed into 
any desired orbit in order to 
reveal the enemy's movements 
(ridiculously expensive, but 
well worth it); and killer satel¬ 
lites, which can be sent aloft to 
blind your opponent. 

If you're being over¬ 
whelmed (a distinct possibility 
during the World War III 
campaigns), you can elect to go 
nuclear. This will devastate the 
enemy hordes, but it also cre¬ 
ates a vast radioactive waste¬ 
land through which your 
armies cannot even march 
without suffering suicidal at¬ 
trition rates. 

The game has a sound and 
rather subtle economic base. 
Each side starts off with re¬ 
sources that are roughly even, 
and new units must be pur¬ 
chased with hard cash at each 
turn. Conversely, cities gener¬ 
ate a certain amount of money 
each turn — which gives you 
good reason to conquer them. 
But because of air raids, dam¬ 
aged port facilities, over¬ 
crowding, and so on, you can't 
always place your new units 



Deploy your satellites on this screen, putting them into orbit where you need them 
most. Their information on enemy movements can spell the difference between 
victory and defeat. 
















where you want them to be, or 
locate them at a time when you 
need them the most; thus, tim¬ 
ing and placement of rein¬ 
forcements also becomes part 
of one's overall strategy. 

Oil is as vital to the armies 
of Command H.Q. as it is to real 
armies. A graph at the bottom 
left of the screen shows you 
how much oil you need to 
sustain your present level of 
activity, how much you're 
getting from wells you control, 
and how much you have in 
your reserves. A full reserve 
will sustain your operations for 
a while, but as soon as that runs 
low, your ability to wage war 
starts to contract, slowly but 
steadily. 

The 1986 scenario lets you 
fight a classic NATO/Warsaw 
Pact conflict, using satellites, 
diplomacy, and, if you wish, 
nuclear weapons. A bit wilder 
and less predictable is the 2023 
scenario, which posits a World 
War IV situation in which the 
computer merrily scrambles 
alliances and randomly scat¬ 
ters resources all over the globe. 
You may find yourself com¬ 
manding an unlikely alliance 
of Australia, China, Mexico, 
and South Africa, with most of 
the oil fields in India and 
Alaska.... 

In the very Empire-hke 
"????" scenario, you start out 



Air strikes can be flown against any 
target inside this radius. Transfer of 
air units and troop air lifts, however, 
have much greater — almost 
hemispheric — range. 



You can see all the 
territory under con¬ 
trol of one side or the 
otherbypressingF?. 
The white areas are 
neutral and are up 
for grabs. 


with a single powerful city-state 
and conduct global expansion 
until you run head-on into a 
rival warlord whose resources 
and forces are hidden from you 
until he commits them to battle. 

One novel feature in Com¬ 
mand H.Q. is the replay option, 
which allows you to play back 
and observe a complete 
"filmed" record of the war. If 
you fought a particularly bril¬ 
liant campaign, and wish to 
gloat over it repeatedly, you 
can even save these war mov¬ 
ies. If you want a second chance, 
or if you get a brilliant notion 
while watching a replay and 
want to try it out, you can select 
the Film-to-Game option and 
jump right in to take command 
at any desired point. 

Getting started in Com¬ 
mand H.Q. is easy, thanks to a 
streamlined interface, excellent 
documentation, and a couple 
of exceedingly helpful tutorials. 
It won't take you long to move 
on to the more complex sce¬ 
narios. There are several levels 
of difficulty, based mainly on 
the opponent's degree of feroc¬ 
ity and aggressiveness, and 
provisions are included for 
paradrops, strategic bombing, 
amphibious landings, and off¬ 
shore bombardment. The 
graphics don’t dazzle, but they 
pull the plow adequately. 


Most games of Command 
H.Q. take 90 minutes or less to 
play from start to finish — just 
perfect for those little slots of 
game-playing time when you 
don't feel like saving something 
unfinished. Although the em¬ 
phasis in this game is on ease 
and simplicity of play, it in¬ 
corporates some pleasingly 
subtle features, and the real¬ 
time aspect of play generates 
considerable excitement. 

Most of all. Command H.Q. 
is a lot of fun. It may not be the 
biggest or deepest war game 
on the market, but you can fin¬ 
ish it at one sitting and still 
come away with a first-rate 
gaming experience. 




Hardware requirements: 
640K minimum memory; 
VGA, EGA, or Tandy 16-coior 
graphics; joystick optionai, 
mouse recommended. 
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JONES IN THE 


CARY MEREDITH 
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I f you think you've got it 
rough, just take a look at Jones. 
Here he is, living a life of self- 
sacrifice and industry — with 
nothing to show for it. Of 
course, you'd probably bet a 
ton on doing a lot better under 
the same circumstances, right? 
Well, now you get the chance 
to put your money where your 
mouth is. Jones in the Fast Lane, 
a recent release from the folks 
at Sierra, puts you in charge of 


exorable climb up the corpo¬ 
rate ladder. Turns are in one- 
week increments as measured 
by the clock at the bottom of the 
screen. Within that week, you 
must eat at least once (or suffer 
the consequences of your 
weakened state) and do what¬ 
ever else is required to thrive. 

Once you've picked your 
character (represented by one 
of four digitized actors), you'll 
need to set your life goals. What 
you give priority to 
—choices are hap¬ 
piness, career, 
money, and edu¬ 
cation — deter¬ 
mines not only the 
difficulty and 
length of the game, 
but also the path 
by which you 
should proceed. If, 
for example, you 
place a higher em¬ 
phasis on happi¬ 
ness and educa¬ 
tion, then you may 
need to earn only 
enough to pay for 
college, a stereo, 
and a VCR. As in 
life, however, your game ac¬ 
tions are interrelated, so getting 
a better education can lead to 
getting a better job, if you 
choose to pursue that path. (In¬ 
terestingly, you'll find that the 
desire to rise in the hierarchy 
becomes part of your life plan, 
regardless of how you origi¬ 
nally set your career goals.) 

In most cases, you'll spend 
the first few weeks of the game 
simply eating, sleeping, and 
working. Because you have no 
education or job experience, be 
prepared to take whatever they 
offer you at the Acne Employ¬ 
ment Agency, even if the work 
is rather menial. It's also very 
important that you remember 
to pay attention to your nour¬ 
ishment. A turn without some 


After choosing 
your character, 
the next order 
ofbusinessisto 
set your life 
goals. Remem¬ 
ber that the 
higheryourex- 
pectations, the 
longer it takes 
to play the 


your destiny in a game of life 
that's sure to bring a newfound 
sense of humility to even the 
most greedy, brazen, baby- 
booming consumer. 

You begin the game re¬ 
siding in a flea-trap apartment 
with only $200 to your name. 
Somehow, you must parlay 
these humble beginnings into 
la dolce vita. You have the op¬ 
tion of making your journey to 
solvency and bliss by yourself, 
or in competition with up to 
three other players. If you want 
the competition but don't have 
anyone else to play against, you 
can take your chances against 
Jones himself. Be forewarned, 
however, that he's tired of be¬ 
ing everyone's doormat and is 
primed for a ruthless and in- 



Thepickingsat the employment agency 
will be pretty slim when you begin 
your life journey. Take whatever you 
can find, and save your money for a 
better education. 

food will result in a time pen¬ 
alty on your next turn, so eat 
something, even if it's only 
some fries at the local Monolith 
Burger restaurant. 

The prices at Black's Mar¬ 
ket are much better, especially 
if you buy several weeks' worth 
of food at a time. You should 
remember, however, that your 
apartment isn't equipped with 
the latest in kitchen appliances. 
In fact, there is no refrigerator. 
So those groceries may spoil, 
along with your anticipated 
savings on nutrition. Ideally, 
your first major purchase, after 
you've accumulated a bit of 
cash, should be a fridge. Then 
you'll be able to save money by 
buying at the supermarket, and 
avoid the insufferable kid be¬ 
hind the counter at the burger 
joint as well. 

Try to get in as many hours 
of work as possible, with a long- 
range goal of attending school 
and improving your lot in life. 
Your course of study in school 
will determine your life's di¬ 
rection. Academic courses will 
prepare you for a career in 
business or education, but if 
your life goals lean towards an 
accumulation of wealth, you'll 
probably want to go into engi¬ 
neering and pick up a post¬ 
graduate degree. Some of the 
higher positions, such as the 
executive levels in the factory, 
require combination degrees, 
so plan on studying a lot. 

















FAST LANE 



When you've accumulated 
enough money and education 
to fulfill your goals, you can 
either spend your time acquir¬ 
ing the finer things of life or 
concentrate on making more 
money by playing the stock 
market. You can be sure that 
life in Jones in the Fast Lane, like 
real life, can be quite volatile, 
and nothing, not even your 
well-paying job, is certain. Just 
when you find yourself on top 
of the world, you'll read the 
next day's headline about a 
stock-market crash or a rise in 
unemployment. And the latter 
usually means a rise in your 
unemployment. 

If you're a smart ladder- 
climber, you'll put as much 
money as you can spare into a 
savings account. This not only 
gives you a hedge against an 
uncertain future, but it also 
provides a single, safe place to 
keep any extra money. This is, 
after all, supposed to be the real 
world, so you shouldn't be 
surprised if you are occasion¬ 
ally relieved of your cash by an 
enterprising young thief (also. 


no doubt, bent on attaining his 
own set of life goals). It's best to 
carry only the amount of cash 
you need to function, and put 
the rest in the bank. 

Jones in the Fast Lane is one 
of the first of Sierra's new VGA 
games, and though it may not 
look much like its predecessors, 
it nonetheless carries on Sierra's 
traditions of smooth play and 
slightly twisted humor. The 


only animation in Jones is found 
in the title and closing screens, 
and in the digitized walk of the 
actors. Nonetheless, the graph¬ 
ics are very nicely done, and 
give the game something of a 
storybook quality. Unlike most 
of Sierra's earlier efforts, this 
game almost demands to be 
played with a mouse or a joy¬ 
stick. You may use the 
keyboard's cursor keys, but this 
slows play down considerably. 

While Jones in the Fast Lane 
can be played solo, its real en¬ 
tertainment value is as a party 
game. Because it's easy to learn, 
funny, colorful, and apropos to 
the times, it could become the 
'90s version of the parlor game. 
At the very least, it should give 
a lot of people a new apprecia¬ 
tion for the hidden complexities 
of modem everyday life. 

<^P 


Hardware requirements: 
640K minimum memory 
(512K for 16-coior graphics); 
VGA, MCGA, EGA, and 
Tandy 16-Color graphics; 
major sound boards sup¬ 
ported; mouse and joystick 
optionai. 



With the rash of robberies, it's not safe to carry a lot of cash, so leave most of your 
earnings in the bank. When your funds have grown a bit, you might give the stock 
market a shot. 


57 
































REVIEWS 


NOBUNAG A'S 


WILLIAM R. TROTTER 



I he appearance of this se¬ 
quel — a refined, upgraded 
version of the epic Japanese 
historical simulation that cata¬ 
pulted Koei to the front rank of 
PC game companies — gives 
rise to three questions: How 
different is this game from the 
originalNohuMflgfl? If you've not 
purchased either game, should 
you bypass the first one and go 
straight into Nobumga IP. If you 
own the first Nobunaga, is the 
sequel really worth the $50-$60 
price tag? 

The answers, in this 
reviewer's opinion, are: sig¬ 
nificantly; definitely; and 
maybe. 

For readers not familiar 
with the earlier game, a bit of 
background is in order. The 
original Nobunaga's Ambition 
(released in 
1987in Japan, 



Choose your 


fully—moun¬ 
tainous bor¬ 
ders offer se¬ 
curity and 
enable you to 
focus your 
attention in 
other direc- 


and the realistic manner i 
which it simulated the dynam¬ 
ics of statecraft in a turbulent 
age. It was, perhaps, the first 
truly Clausewitzian PC war 
game in that it treated combat 
per se as but one extreme of a 
wide spectrum of political, 
diplomatic, and economic ac¬ 
tions the player could take. 

There was rarely enough 
time, money, or manpower to 
do everything you wanted to 
do. Priorities had to be clear, 
purposeful, and implemented 
with careful judgment as to 
both circumstances and men. 
Even so, your best-laid strate¬ 
gies, just as in real life, could 
always be thrown into disarray 
by natural disasters, plagues, 
espionage, or base treachery. 



This time around, the classic Koei command screen lets you issue as many orders 
per turn as you wish, as long as you have body points to expend. 


Nobunaga was so success¬ 
ful that its basic system was 
applied, often after consider¬ 
able tinkering, to a series of 
three more empire-building 
simulations, culminating in last 
year's operatic Bandit Kings of 
Ancient China. 

Now, in Nobunaga II, Koei 
has attempted a summation of 
everything that's been learned 
along the way. The original 
game has been reshaped, ex¬ 
panded, refined, and bur¬ 
nished. It has layers of challenge 
and tactical options not found 
in any other Koei game — stuff 
nobody had dreamed of doing 
back when the first game ap¬ 
peared. 

Both Nobunaga games are 
set in the violent, chaotic era of 
the Japanese civil wars. Here, 
in the mid-to-late sixteenth 
century, military technology— 
including firearms — is more 
or less equivalent to that of the 
late Renaissance in Europe. In 
both games, the object is the 
same: to unify Japan under a 
single ruler. Both games can be 
played against the computer or 
against up to three other hu¬ 
man opponents. 

So what's new here? 

For starters, you're not 


limited to a single command 
per turn. Indeed, you may ex¬ 
ecute as many commands as 
you wish — the catch is that 
when a samurai carries out an 
order, it depletes his stamina 
(body points), and if a warrior's 
body points get too low, he 
becomes powerless until a 
prolonged period of rest re¬ 
stores his energy. Since you 
don't want all of your retainers 
to be weakened at the same 
time, it's vital to delegate re¬ 
sponsibility very carefully. 

The cast of characters is 
larger than in the first game. 
The sequel includes400 distinct 
samurai personalities, based on 
actual historical figures, and — 
as every fan of Kurosawa's 
movies knows — when you 
have even three or four samu¬ 
rai in one place, you have three 
or four plots being hatched. 
Assassination, intrigue, deser¬ 
tion, and betrayal are rife in 
this game, and they upset things 
much more often than in the 
original. 

And, brother, are these 
guys warlike! They just keep 
coming at you with a ruthless 
bellicosity that guarantees 
plenty of battlefield action. The 
long, breath-catching lulls that 



















AMBITION II 



sometimes settled over game 
play during Nobumga are rare 
indeed in the newer version. 
Even on the easiest level of play, 
you'll often have to fight tooth 
and nail just to survive. 

It's only natural that, with 
more emphasis on combat, 
Koei's most extensive revisions 
are in the battlefield mode. 
Combat options are much more 
varied, and now include night 
attacks and pell-mell charges 
that can shatter the enemy's 
ranks (if successful) or leave 
you with your best troops cut 
off and surrounded (if not). The 
most interesting of the new 
combat entrees is the siege op¬ 
tion. An outnumbered or con¬ 
servative strategist now can 
withdraw behind fortifications 
and fight a methodical defen¬ 
sive campaign, often outlasting 
a much superior attacker. Both 
offensive and defensive siege 
tactics are specialized, and a 
special time scale is used that's 
different from the time scale 
employed in field campaigns. 

The siege warfare graph¬ 
ics, including walls, moats, 
fences, towers, and a last-stand 
redoubt, are much more literal 
and detailed than anything 
Koei has given us before. Field 
warfare is still fought with chess 
piece icons and hexagons, al¬ 
though the landscape graphics 
are much finer-grained and 
realistic than in the original 
game. 

Other new features? You 
can personalize the characters 
if you like, putting your own 
moniker and those of your 
friends in the place of the his¬ 
torical warlords. You can des¬ 
ignate successors, up to three 
generations' worth, and let 
destiny work itself out on a vast, 
dynastic scale. If you're playing 
with two friends and one of 
them has to retire, you can have 
the computer take over for him. 


And you can select "0" when 
asked "Number of players?" 
and the computer will play an 
entire game against itself while 
you watch. These are not major 
additions, to be sure, but they 
are handy and thoughtful, and 
add to the value of the new 
game. 

One thing remains un¬ 
changed: the Model-T key¬ 
board interface. Many review¬ 
ers have griped about it, but 


c'mon now, let's be honest: 
Would any of these games really 
be that much easier to play with 
a mouse? 

Nobunaga 11 has already 
sold 500,000 copies in Japan, 
mainly to gamers who already 
owned Nobunaga. The quality 
of this fine game is such that the 
same phenomenon could hap¬ 
pen here as well. 


Hardware requirements: 
384K memory: EGA and CGA 
graphics. 
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TAMES BOND : 

THE STEALTH AFFAIR 

JEFF LUNDRICAN 


Hardware 
requirements: 
512K minimum 
memory; VGA, 
MCGA, EGA, 
CGA, and Tandy 
16-color graph¬ 
ics; mouse rec¬ 
ommended. 


of the USA's top-se¬ 
cret STEALTH fighters has been 
stolen, and while no one knows 
who's responsible for the theft, 
the fighter has been spotted by 
agent 006 in the South Ameri¬ 
can country of Santa Paragua. 
James Bond, on loan from the 
British Secret Service, has been 
called to the Pentagon, where 
he's briefed on the situation and 
sent to Santa Paragua on the 
next commercial jet. It's im¬ 
perative that Bond find the sto¬ 
len plane and recover it at all 
costs; to this end, agent 006 will 
contact him shortly after his 
arrival. When Bond's plane 
lands in Santa Paragua, the 
game begins. 

The interface in Interplay's 
The STEALTH Affair is prima¬ 
rily designed for a mouse — 
you move Bond around each 3- 
D screen by pointing where you 
want him to go and clicking the 
left button. Clicking the right 
button calls up an action menu 
of possible commands; once an 
action is selected, click the left 
button on an object or person to 
carry out the action. The game 
can also be played from the 
keyboard. In fact, movement is 
probably easier with the key¬ 
board, since there are frequent 
obstacles he'll have to walk 
around. 


The STEALTH Affair isn't a 
bad game, but it suffers, some¬ 
times badly, from a fault that 
plagues a number of adventure 
games: Some sections pretty 
much require you to play 
through unsuccessfully — that 
is, until you die — before a so¬ 
lution presents itself. In other 
words, the only way you can 
get through certain sections is 
to know what's going to hap¬ 
pen next. 

For example, at one point 
in the game. Bond has to get 
change at a bank in order to pay 
for a needed item. He pays for 
the item with the coins he re¬ 
ceives, and pockets the paper 
currency. Shortly afterward. 
Bond is taken prisoner, and his 
abductors run off with his re¬ 
maining cash. But, after Bond 
escapes, he still needs money in 
order to buy something else 
later on. He won't have it, and 
you'll be stuck. 

The only way for Bond to 
keep his money is to have all the 
currency changed into coins 
while he's at the bank, because 
his abductors won't take coins. 
There's no real reason to be¬ 
lieve that you should get all 
that change while Bond is at the 
bank — it's only much later 
(after playing for several hours) 
that you realize what you 


should have done. 

Designing a game like this 
is one way to make it difficult, 
and a certain amount of this 
kind of structure is probably 
unavoidable. However, it also 
means that no matter how 
clever a player you are, there's 
no way to think yourself out of 
certain situations — unless, of 
course, you're gifted with psy¬ 
chic powers. While James Bond 
is a remarkable character, that's 
not one of his talents. 

In fact. The STEALTH Af¬ 
fair isn't exactly faithful to Bond 



Once again. Bond is caught in a deadly 
trap. Escape by using two gadgets he's 
carried since very early in the game. 

to start with, which is another 
disappointment. The Bond ad¬ 
ventures were always tongue- 
in-cheek, but they were essen¬ 
tially played with a straight 
face. TTie humor and graphics 
of The STEALTH Affair are 
simply too cartoonish, more in 
line with Flint or Matt Helm. At 
times it's almost as if you were 
playing Leisure Suit Larry: The 
STEALTH Affair. 

However, The STEALTH 
Affair is a large and fairly de¬ 
tailed adventure, with lots of 
animated scenes and an occa¬ 
sional arcade sequence thrown 
in to keep things lively. None¬ 
theless, truly rabid Bond fans 
will simply have to wait 'til 
next time. 

C^P 



Meeting 006 in the park is simple — just sit down on the bench and take a load off. 












WING COMMANDER: 

THE SECRET MISSIONS 



I f you reached the victo¬ 
rious climax of the original 
Wing Commander, you saw 
powerful images of Terran tri¬ 
umph: the dastardly Kilrathi 
fleeing from the Vega System 
with their tails (literally) be¬ 
tween their legs and the carrier 
T iger's Claw sailing majestically 
into enemy space, laser turrets 
blazing, apparently 

unstoppable. 

Well, it seems that the 
Kilrathi have more lives than 
the "puddy-tats" they re¬ 
semble. When Origin's new 
Wing Commander: The Secret 
Missions begins, a Kilrathi fleet 
has suddenly appeared in the 
"secure" planetary system of 
Goddard, armed with some 
kind of humongous secret 
weapon that reduces the entire 
Earth colony to a slag heap with 
one blast. 

The new objective for you 
and your comrades on the 
Tiger's Claw is to pursue the 
Kilrathi fleet deep into enemy 
space and eliminate this fear¬ 
some new weapon. 

You must have the original 
Wing Commander installed in 
order to play these new sce¬ 
narios. Just plug the new disk 
into the existing directory, put 


WILLIAM R. TROTTER 


the cursor over "Secret Mis¬ 
sions," and you're on the way. 
Do note, however, that in order 
to play one of the new scenarios, 
you must save the game and 
reload before starting over. 

Alternatively, you can 
simply transfer a saved char¬ 
acter from a previous Wing 
Commander game and begin the 
new scenarios with him. As in 
the original program, the total 
campaign varies in length, di¬ 
rection, and outcome, depend¬ 
ing on how successful you are 
in the earlier missions. 

In addition to porting over 
a character from the original 
game, the transfer program also 
lets you access and fly any 
mission from the original. A 
full list of missions is included, 
along with a fascinating chart 
of the whole game structure, 
showing whether each mission 
is on a victory or defeat path 
and revealing all the places 
where the program branches in 
one direction or the other. 

Now you can go back and 
see what you missed! This is a 
terrific option — almost like 
getting two games for the price 
of one — and Origin is to be 
congratulated for giving the 
consumer such value. 




Narrative screens carry the story line, 
and many of them are breathtaking. 


And in a season already 
notorious for oft-promised but 
forever-delayed software 
spectaculars, it should be noted 
that Origin got this sequel onto 
the market just about when they 
said they would —and while 
thousands of Wing Commander 
fans were still craving more. 
Well done. 

The new battles play pretty 
much as the originals did. If 
anything, the animation seems 
just a tad smoother, as does the 
overall maneuverability of your 
ships. During melee battles 
close to the Tiger's Claw (and 
there are a lot of them this time 
around), it seems a bit easier to 
avoid collisions than in the 
original game — which is all to 
the better. There are several new 
types of ships involved, in¬ 
cluding the awesome Kilrathi 
star-killer, and many of the 
missions tend to be longer and 
more involved. 

The graphics are still sen¬ 
sational, and the dogfight ani¬ 
mation is often breathtaking. 
The narrative structure — 
winding each battle around the 
armature of a vital, overriding 
objective — is even better than 
it was in the original. 

And the chance to refight 
all the missions you missed in 
the original game is a bonus 
attraction that's almost worth 
the price of admission by itself. 

Kudos to Origin for a 
splendid follow-up to one of 
the best for the PC. 





Hardware 
requirements; 
original copy 
of Wing Com¬ 
mander, 640K 
minimum 
memory (768K 
on Tandy) 12 
Mhz or higher 
recommend¬ 
ed: joystick or 
mouse; 256- 
color VGA/ 
MCGA, EGA, 
and 16-color 
Tandy graph¬ 
ics; Ad Lib, 
Sound Blaster, 
and Roland 
sound boards 





















STELLAR 7 

STEPHEN POOLE 




Hardware re¬ 
quirements: 640K 
minimum mem¬ 
ory; VGA,MCGA, 
EGA, CGA, or 
Tandy 16-coior 
graphics; sup¬ 
ports sound 
boards; mouse 
and joystick op¬ 
tional. 


If you were an arcade 
junkie in the early '80s (like 
myself), you'll probably get a 
strong feeling oideja vu the first 
time you load up Stellar 7. In it, 
you maneuver a forward-fir¬ 
ing, land-based assault vehicle, 
destroying any enemies you 
encounter while avoiding 
counterfire and troublesome 
obstacles. The actio'll takes place 
from a first-person perspective, 
and you can move forward, 
backward, left, or right, and 
rotate clockwise and counter¬ 
clockwise. 

Sound fa miliar ? Itdoesifyou 
ever played Battlezone, a huge ar¬ 
cade hit several years back. Then 
again, if you were more interested 
in the nascent 
world of com¬ 
puter gaming, 
you may have 
played theorigi- 
nal Stellar 7. As 
Dynamix's de¬ 
but release back 
in 1983, Stellar 7 
borrowed a lot 
from Battlezivw —notabad choice, 
since Riff/csojjc was so realisticthat 
the U.S. Army used it to train its 
tank crews. Stellar 7 eventually 
became a cult classic on the PC, 
Apple n, and C64. 

For the new PC version of 
Stellar 7, Dynamix has taken all 
the ingredients that made its 
predecessor such a favorite — 
simple game play, smooth ani¬ 
mation, and lifelike perspective 
— and topped them off with 
some of the best graphics you' 11 
see in a shooter. The result is a 
game that draws you com¬ 
pletely into every battle, not 
just once but every time you sit 
down at your keyboard. And 
one of the main reasons Stellar 
7 succeeds so well is that the 
designers have kept things 
simple, allowing you to con¬ 
centrate on the tactical and 
strategic decisions that you 
must make minute by minute. 

Even the story explaining 




Docking at a fuel bay brings your shields to full strength and returns your 
provision of Inviso Cloak Modules to full. You can't dock if you're already cloaked, 
however. 


why you're fighting is kept to a 
reasonable minimum. Gir 
Draxon, Supreme Overlord of 
the Arcturan Empire, is ready¬ 
ing an armada to destroy the 
Earth. Why? Because he's evil, 
and the Earth looks like an easy 
target. Isn't that reason enough? 
Your mission: to travel through 
seven star systems, engage the 
enemy on a planet in each sys¬ 
tem, and ultimately enter the 
Arcturan system for a show¬ 
down with Draxon himself. 

You pilot the Raven, an 
assault vehicle propelled by 
antigravity generators and 
loaded with firepower. The 
Raven's basic weapon is a bi- 
phasal thunder cannon, but it's 
also equipped with several 
other weapon modules (you 
can use up to three at once.) 
Among these are the Super 
Cannon, which fires a rapid 
volley of shells twice as power¬ 
ful as the standard cannon shell; 
the Eel Shield, which destroys 
most enemies on contact; and 
the RC Bomb, a futuristic land 
mine that detonates when any 
enemy comes within 12 meters. 

You'll encounter a wide 
variety of enemies, over 20 
kinds in all. If you manage to 


defeat all the forces on a planet, 
you face a Guardian, the 
equivalent of a stage boss. These 
vary from planet to planet, and 
range from gigantic Stalkers 
that walk upright to Arach- 
notrons that spin deadly traps 
and release "young" that make 
a beeline for your craft. 

It may not sound like this 
game is much different from a 
score of other shooters. But in 
the case of Stellar 7, seeing is 
truly beheving. The animation 
is so realistic that you may find 
yourself actually ducking and 
swaying in your seat to dodge 
shots. The game creates an in¬ 
credibly true sense of motion, 
as enemy craft maintain the 
proper spatial relationship and 
speed as you move around 
them. And the background 
graphics (particularly VGA) 
create a sense of deep space 
that's awfully convincing. 
Stellar 7is simple, addictive, and 
absorbing — what more can 
you ask for in a game? 

C^P 









CAPTAIN COMIC II: 

FRACTURED REALITY 



SCOTT MILLER 


H ave computer games 
become more complicated over 
the years? You bet. The simple- 
to-play arcade adventure 
games of the early 1980s faded 
with the demise of the Commo¬ 
dore 64 and Atari 800. Today's 
games are so varied and deep 
that it takes forever to crawl out 
of the hole. For example. I've 
been playing Ultima VI for five 
months, and the end is nowhere 
in sight. Captain Comic II: Frac¬ 
tured Reality from Computer- 
Easy is a throwback to when 
you could finish most games 
within one or two weeks, tops. 

Fractured Reality is differ¬ 
ent in another way as well—its 
style and theme are similar to 
those found in many popular 
Nintendo games. Fractured Re¬ 
ality takes you through 14 huge 
worlds, including Ice World, 
Techno World, Time World 
(both present and past), the 
Crystal Cave, and the Rain For¬ 
est. Each world, with uniquely 
different graphics and goals, is 
a pleasant surprise. In all, there 
are 708 colorful, diabolical 
screens to explore. 

You play the role of Cap¬ 
tain Comic (a hero in the galac¬ 
tic sense), who likes to dispense 


justice with an iron hand. As 
the game's title describes, this 
is Comic's second saga. The 
original Captain Comic game 
was released as shareware in 
1988 and proved to be ex¬ 
tremely popular, even spawn¬ 
ing a Nintendo version pub¬ 
lished by Color Dreams. 

Fans of the shareware 
game will especially enjoy 
Fractured Reality, which is a true 
sequel in that it picks up almost 
exactly where the original 
ended. However, every facet of 
the sequel has been greatly 
improved, and the game can be 
enjoyed immensely without 
ever having played the original. 

In Fractured Reality, you're 
called upon to save a civiliza¬ 
tion from certain doom. You 
accomplish this by collecting 
six mystical power crystals that 
have ripped the fabric of space 
and time and caused chaos and 
destruction all over the planet. 

During your adventure, 
you take a peril-filled roller¬ 
coaster rideona mine car, swim 
through deadly underground 
streams, soar via jet-pack over 
horrifying terrain and dodge 
flying creatures, then ski-sled 
across ice fields filled with 
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In the temple you'll find a control panel 
that lets you transport to the worlds 
that contain the mystical power 
crystals. 

boulders and bottomless pits. 
After this, the game gets tough. 

Fractured Reality is aunique 
game for the PC, and there's no 
other game in the MS-DOS 
format to which it truly bears 
comparison. It's somewhat like 
Nintendo's Mario Brothers 
games, with hidden blocks, 
dozens of creatures, many in¬ 
teresting and colorful scenes to 
explore, and plenty of jumping 
and puzzle solving. 

The graphics (CGA-only 
systems are not supported) are 
first-rate and highly varied with 
each new world. Animation, 
too, is handled very nicely. The 
sound effects are the weakest 
point in Fractured Reality. No 
sound board is supported — 
rather unusual nowadays — 
and the tinny internal speaker 
has never been a bragging point 
for PC owners. 

A convenient save feature 
is included in the game, and 
you should be sure to use it as 
you solve each world. Just in 
case you have any serious 
trouble, a hint booklet is avail¬ 
able for $10 from Computer- 
Easy. Because of the game's 
complexity, you won't abandon 
it easily. And its superb 
graphics keep you interested 
until the end. It's likely you'll 
be waiting for the next sequel. 




Hardware re¬ 
quirements; 
640K minimum 
memory; VGA 
or EGA graph¬ 
ics; joystick 
optionai. 






















BLACK GOLD 





No 
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Hardware 
requirements: 
512K mini¬ 
mum mem¬ 
ory; VGA (16- 
color), CGA, 
EGA, Her¬ 
cules, and 
Tandy 16- 
color grap¬ 
hics; AdLib 
sound board 
supported; 
joystick or 
mouse op¬ 
tional. 


ow, more than ever, 
we've got oil on the brain. It's 
always in the news. Someone's 
either hitting it, hoarding it, or 
spilling it. Oil's the stuff finan¬ 
cial dreams are made of. Just 
ask those slick Ewing boys or 
that transplanted hillbilly in 
Beverly Hills. Better yet, find 
out for yourself 
by playing Rain¬ 
bow Arts' Black 
Gold. 

What a nat¬ 
ural...a game for 
everyone who's 
ever wanted to 
control the very 
life juice of 
transportation and industry. 
Black Gold sets you up with $5 
million, a world full of custom¬ 
ers, and a snazzy office. From 
here, the nerve center of your 
budding empire, you start your 
own company and enter the oil 
business. 

The first thing you learn is 
the importance of smart shop¬ 
ping. How you invest those first 
five big ones will no doubt have 
a chartable influence on your 
company's success. You'll be 
able to purchase drilling sites 
all over the world, but with so 
many locations and so little 
room for error, what's an aspir¬ 
ing tycoon to do? 

Which brings you to the 
next lesson you'll learn: Always 
trust the expert. Informed geo¬ 
logical surveys are also for sale, 
and for a paltry $15,000 you can 
find out a property's price tag, 
operating costs, and how much 
crude you can expect it to yield. 
Other information is at your 
disposal, too. 

The CEO's office plugs you 
into the world of high finance. 
Your think tank is bordered 
with icons of important busi¬ 
ness resources: maps, newspa¬ 
pers, phones, and computers. 
Accessing each of these is as 
easy as placing the cursor on 
the specific icon. 


PHILL POWELL 


You've got all the tools 
you need to keep up with the 
rest of the oil industry. Should 
you feel it necessary to uncover 
more — how shall we say — 
sensitive information, however, 
your office also holds files so 
secret that even you didn't know 
you had them. Some under¬ 
handed covert activities could 
help you get that extra edge on 
your competition, and liven up 
the game in the process. Of 
course, we all know that real oil 
corporations wouldn't resort to 
dirty tricks to get ahead. 

Given that this is primarily 
a strategy contest, it's nice that 
the game's designers have 
thrown in a few action se¬ 
quences to spice things up. For 
instance, if you drill your own 
oil well (optional), you have to 
manually control your drill bit 
to keep it on course. Let it stray, 
or ignore the correct drilling 
pressure, and you could end 
up with a costly failure. Like¬ 
wise, once you successfully 
plunge a well, you may need to 
build your own pipeline so you 
can transport your liquid trea¬ 
sure to market. This sequence 
may remind players of Pipe 
Dream, with stretches of pipe 
being laid and connected. 

Black Gold can be played 


by one to four players. You can 
choose from four types of 
games, each requiring a differ¬ 
ent amount of time to play. The 
shortest game spans three years 
of game time, and is perfectly 
suited to your initial run at the 
oil biz. Other games end when 
one player accumulates $60 
million, or captures 80% of the 
oil market. The most blood¬ 
thirsty scenario requires you to 
blast everybody else into 
bankruptcy. If you're compet¬ 
ing against computer oppo¬ 
nents, you'll have a tough job. 

Despite some so-so 
graphics. Black Gold is fun and 
enjoyably open-ended. Perhaps 
its greatest strength is its real¬ 
ism; in Black Gold, just as in the 
real world, the clock's always 
ticking, and knowledge is the 
key to the oil kingdom. The 
game's clever approximation of 
reality hits home most directly 
when you sell your oil: you 
supply it, they demand it, and 
you can set the price as high as 
you wish. 


Transoil Corp. Money: 1,H37,170 



It's a small world after all, and in Black Gold you can buy it by the quadrant. 






SPACE 1889 




NEIL RANDALL 


Space 1889 is the second 
role-playing product Paragon 
Software has produced in 
conjunction with Game 
Designers' Workshop. Mega¬ 
traveller 1: The Zhodani Con¬ 
spiracy, a good idea flawed 
primarily by a clumsy combat 
system, was the first. Paragon 
is to be credited for taking 
criticism of that combat system 
to heart, because the designers 
revised Megatraveller and 
placed a similarly upgraded 
system in Space 1889. In other 
words, they listened. 

That's good. So, for the 
most part, is Space 1889. Like its 
noncomputer predecessor, this 
game sports a bizarre premise: 
The Victorian concept of 
luminiferous ether has proven 
correct, and space travel is 
possible in the 19th century. 
The game begins with the 
assumption that Thomas 
Edison has discovered the ether 
and made it workable, and that 
society has changed notably as 
a result. 

Well, maybe not all that 
much. This is still very clearly 
Victorian England and 19th- 
century America, but the ability 
to build ether-driven ships to 
head for Venus and Mars makes 
the game very much a piece of 
19th-century science fiction as 
well. That's the strength of the 
original premise, and Paragon 
handles it well. 

Like Megatraveller, Space 
1889 uses a fascinating 
character-creation system. True 
to the English frame of mind in 
the 19th century, you must 
belong to a social class, and 
these range from working class 
to aristocracy. You also have 
three physical and three 
{psychological attributes which, 
combined with social level, let 
you choose careers. Careers 
include Army, Navy, Colonial 
Officer, Big Game Hunter, 


In northwest London, you'll intercept 
Claus von Schmelling, who has a report 
you desperately need. There's a problem, 
however—you can't afford it. 


Cairo. Before your quest is 
through, you'll have to build 
an ether flyer and journey to 
Mars, Venus, and even the 
caverns of Atlantis. 

As in Megatraveller, a 
wealth of subplots keeps 
distracting you from the main 
storyline, but each is interesting 
enough to make you want to 
follow it through. Buffalo Bill 


Dilettante Traveller, Reporter, 

Actor, Governess, Inventor, 

Engineer, Doctor, Scientist, 

Master Crim¬ 
inal, Smuggler, 
and Anarchist. 

Some careers are 
closed to wo¬ 
men, one is 
closed to men, 
and each is 
dependent on 
attributes and 
social status. 

The character- 
creation system 
is a game unto 
itself, and play¬ 
ers of the Space 
1889 noncom¬ 
puter game 
might well use 
it to generate 

player and non- Flying in a dirigible (the white rectangle at sea), the party approaches a harbor. 
player char- Hopefully, this is San Francisco. 
acters alike. 

Cody, Rasputin, P. T. Barnum, 
and a host of Martian and 
Venusian characters send you 
from place to place in what 
seems like a nonstop quest. 

Space 1889 plays quickly 
and easily. The combat system 
is a significant step forward 
from the original Mega traveller 
system, and the attention to 
Victorian and pseudo-Victorian 
detail is impressive. The 
graphics could be a bit sharper, 
perhaps, but this game makes 
no compromises in the way of 
speed. It's fast, and it's easy to 
get lost or killed. And getting 
into space with an ether flyer is 
a truly unique experience. 


The adventure begins with 
your party overhearing a 
discussion about the discovery 
of King Tut's tomb. Using the 
overhead map of the building 
in which you start, you move 
from room to room, searching 
for items and talking to 
characters you meet. You have 
to face characters to talk to them 
(or rob them, for that matter), 
and this is somewhat clumsy 
— but once you have it 
mastered, this part of the game 
plays quickly and smoothly. 
You must rob one character of a 
crucial report ("Rob" is a menu 
item), then head to New York 
to find another character. He 
will lead you to San Francisco, 
and eventually you set out for 


Hardware 
requirements: 
512K minimum 
memory; VGA, 
EGA.CGA.and 
Tandy 16-color 
graphics; sup¬ 
ports hard drive 
and mouse. 


























D. R. A. G. O. N. FORCE 



Hardware re¬ 
quirements: 640K 
minimum mem¬ 
ory; two disk 
drives or hard 
drive; VGA, EGA, 
or CGA graphics; 
mouse or joy¬ 
stick recom¬ 
mended. 
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Wo„, it's just like play¬ 
ing with toy soldiers!" ex¬ 
claimed one editor when we 
booted up our first mission 
from Interstel's small-unit 
combat simulation, and that 
about sums it up. If you were 
one of those kids who dug 
trenches for combat figures in 
your sandbox, you're going to 
love D.R.A.G.O.N. Force. 

Long available as an 
Amiga version, this rough-and- 
ready battle game lets you 
command a force of seven 
armed-to-the-teeth comman¬ 
dos (the acronym in the title 
stands for "Drastic Response 
Assault Group Operations 
Network," in case you were 
wondering) and send them on 
a dozen different missions 
against terrorists, drug lords, 
and other assorted bad guys. 

The entire roster of troops 
consists of 14 guys, each a spe¬ 
cialist in one area of operations 
(demolitions, medic, machine 
guns, scouting, hand-to-hand 
combat, etc.). First you read 
through their dossiers and try 
to create a well-balanced team 
whose specialties dovetail with 
the mission requirements. 

All of these guys have 
really macho code names like 


"Buzzsaw," "Psycho," and 
"Wazoo," and each one's per¬ 
formance in combat is deter¬ 
mined by his individual char¬ 
acteristics. A trooper with a 
high "awareness" rating is 
more likely to spot an ambush 
and so might be a good choice 
for point man, while a soldier 
with a high "guts" rating would 
be ideal to lead a close assault. 
Part of your job as commander 
is to learn which men are best 
in which situations and deploy 
them accordingly. 

Next, you outfit them with 
suitable weapons, ranging from 
crossbows to the ferocious "6- 
Pak" Minigun that spews 100 
rounds every time the trigger is 
squeezed. Each man can also 
pack a secondary weapon (such 
as a shotgun or an Uzi), satchel 
charges, and grenades. 



Start a battle and the computer will 
play it out—until something happens 
that makes you want to intervene and 
issue new orders. 


Once you deploy your 
team on the battlefield, you can 
issue either standing or situa¬ 
tion-specific orders with regard 
to fire and movement, then sit 
back and watch the battle de¬ 
velop. You can intervene in 
case of a surprise event, about 
once every five minutes on the 
average. 

Watching the animated 
soldiers duck, charge, and fire 
is lots of fun, and some of the 
climactic close-range shootouts 
erupt with the energy of a Sam 
Peckinpah gunfight. It really is 
like something you might have 
dreamed about being able to 
do back when you were playing 
with toy soldiers—the kind of 
treat that makes even world- 
weary reviewers exclaim: "Gee, 
aren't computers neat?" 

Beyond all the great bang- 
bang, this is a very solid simu¬ 
lation of small-unit tactics. 
Rambo-style heroics are likely 
to get your commandos killed 
a lot faster than sound, profes¬ 
sional employment of fire¬ 
power and maneuver, and a 
really glaring mistake can 
generate a disaster almost as 
quickly as it could in real life. 

The graphics, while no 
match for the Amiga version, 
are good enough for full en¬ 
joyment. They are, however, a 
trifle buggy: swatches of elec¬ 
tronic noise, like irritating wisps 
of radio static, kept cropping 
up on the edges of the screen. 
And there's one supposedly 
expert machine gunner who 
can seldom be persuaded to fire 
his weapon, despite repeated 
orders. Whether this is a per¬ 
sonality flaw or a defect in 
the program is not clear. These 
are minor flaws, however. 

Taken as a whole, 
D.R.A.G.O.N. Force is hugely 
entertaining and realistic 
enough to challenge the seri¬ 
ous war-gamer. 

C^P 



Match the hardware to the mission — you certainly have enough choices, 
including some fairly exotic types of weaponry. 
















MICROLEAGUE FOOTBALL 


BRIAN CARROLL 



Once you make your selections, sit back and watch the action unfold. 


I he press releases for 
MicroLeague Football from Mi- 
croLeague Sports announced 
the game as the ultimate football 
simulation. Comparing it to 
"boring, amateur arcade-style 
games with imaginary players," 
the releases describe MLF as 
"thinking man's football." 



MicroLeague Football is menu- 
driven, which makes it simple to play. 


Before looking at some of 
the game's features, if s impor¬ 
tant that we compare the claims 
with the reality. First, MLF is a 
fine game, but it is not the ulti¬ 
mate football simulation. Sec¬ 
ond, many arcade-style games 
have much to offer even the 
most intelligent football fan. 
There are several games cur¬ 
rently available for both com¬ 
puters and videogame systems 
that masterfully blend action 
and strategy. Finally, MLF's 
claim to be "thinking man's 
football" is true—in one sense. 
You can create your own ros¬ 
ters, form your own league, and 
make lots of coaching decisions. 
But MLF's playbooks are fairly 
simplistic and, once the ball is 
snapped, thinking men become 
mere spectators. 

Whatever the disparities be¬ 
tween the game's claims and its 
actual performance, don't disre¬ 
gard A4LF— it can be an exciting 
trip down memory lane as well as 
a voyage into fantasyland. The 
game's 20 rosters indude those 
forthe undefeated 1972Dolphins, 
the Super Bowl champion '85 
Bears, and the '69 miracle Jets. 
Teams date as far back as the'58 
Colts and indude those as recent 
as the '86 Giants, Broncos, and 
Browns. 


A ticket to fantasyland 
costs the price of the separate 
General Manager/Owner Disk, 
which allows you to create your 
own dream team. You can ap>- 
proach this option seriously 
and put, for example, Joe Mon¬ 
tana, O.J. Simpson, and Jim 
Brown in the same backfield. 
You can also type in the name 
of any play er, even if they never 
stepped on a gridiron. This 
opens the door for some whim¬ 
sical fun — if you like, you 
could include, say, Ronald 
Reagan, Dolly Parton, and Pee 
Wee Herman in your lineup. 
Because you plug in the indi¬ 
vidual stats for type-in players 
as well, you can create a seem¬ 
ingly endless variety of what-if 
situations. 

The fun in MLF is in re¬ 
writing NFL history while 
soaking up a bit of nostalgia in 
the process. Making roster de¬ 
cisions, poring over the statis¬ 
tics, and thinking back to the 
glory days when Staubach and 
Bradshaw ruled the NFL's air¬ 
ways is great fun. After the 
kickoff, however, your enthu¬ 
siasm might wane a bit. 

Game play is limited to 
making roster changes and 
menu selections — you choose 
formation and play on offense, 
while on defense you decide 
defensive strategy, blitz pat¬ 


tern, and double teams. You 
control no players on the field. 
It's kind of like choosing a meal 
from a restaurant menu and 
then watching someone else eat 
it for you. Most coaches some¬ 
times yearn to get out there on 
the field and take matters into 
their own hands. It's not an 
option in MLF. 

A rating system is also built 
into MLF. Each player is rated 
in one or more categories, in¬ 
cluding catching, blocking, and 
running. These assessments do 
affect performance, so be aware 
of them when making substi¬ 
tutions and calling plays. For 
example, if Namath is your 
quarterback and you suspect a 
blitz, remember that he had to 
wear knee braces just to get 
from the bed to the bathroom. 
His rating for scrambling is well 
below average, so a slow-de¬ 
veloping pass play would not 
be your best choice. 

Several add-on disks, 
ranging in price from $19.95 to 
$29.95, will be available soon. 
These include Season Disks, 
Franchise Disks, and the Gen¬ 
eral Manager/Owner Disk de¬ 
scribed above. 




Hardware 
requirements: 
512K minimum 
memory; VGA, 
EGA, CGA, 
MCGA, or Her- 
cuies graphics. 











LIGHTSPEED 




Hardware re¬ 
quirements: 640K 
minimum mem¬ 
ory; VGA,EGA, 
MCGA, CGA,or 
Tandy 16-color 
graphics; Roland 
andAdUbsound 
boards support¬ 
ed; joystick and 
mouse optional. 


GARY MEREDITH 


w e should have listened 
to the warnings back in the 
twentieth century. Now the 
earth is a desolate orb, stripped 
of its resources and shrouded 
in the toxic efflux of untold 
generations' waste. A new 
home for humanity must be 
found. As commander of a 
Trailblazer space d read nought, 
it's your task to scout ahead for 
the huge Conestoga colony 
ships, each of which carries ten 
million people. 

Your primary concern is 
to find new planets for hu¬ 
manity. While there are a few 
uninhabited solar systems, 
most of them are not fit for 
colonization. They can, how¬ 
ever, be mined for valuable 
resources. Other systems, un¬ 
fortunately, are inhabited by 
non-human entities, some of 
whom can be downright un¬ 
sociable. The interaction with 
these other races is what makes 
MicroProse's Lightspeed so en¬ 
joyable. In many ways it's 
similar to the popular Starflight 
series — but it places more 
emphasis on arcade action and 
uses perhaps a simpler ap¬ 
proach to the diplomatic side 
of human-alien relations. To be 
sure, you can trade with, or 


obtain information from, many 
of the aliens you meet. Others, 
however, seem to respond only 
to threats of force or actual ag¬ 
gression. 

Because you often have no 
other recourse but to fight, 
you'll want to upgrade your 
ship's armaments and propul¬ 
sion systems as often as pos¬ 
sible. All your upgrades must 
be accomplished either through 
trade or conquest. If an alien 
insists on fighting you and is 
destroyed, you may be able to 
pick up some useful items from 
the debris. You can't get any 
vital information from an alien 
who has just been turned into 
space dust by your blaster, 
though, so trade for upgrades 
whenever possible. 

Space battles, for better or 
worse, are part of the territory. 
Although you need to upgrade 
your ship's weaponry at every 
opportunity, your basic arse¬ 
nal is fairly potent. The Trail- 
blazer is equipped with a 
number of missiles and sub¬ 
sidiary gun turrets, but the main 
blaster serves as your not-so- 
gentle persuader. Even when 
all your other weapons have 
been put out of action, you'll 
still be able to fire up the blaster. 



The galaxy can be a pretty unfriendly place, especially when you're looking for a 
handout. You'll discover that combat is an unfortunate, but regular, part of 
galactic life. 



Some of the aliens you meet are quite 
approachable, while others entertain 
such visions of their own grandeur 
that they will rarely, if ever, deign to 
enter into a trade agreement. 

although substantial damage 
may cause it to recharge much 
more slowly than normal. If you 
know that a fight is inevitable, 
it's best to initiate hostilities. 
Go straight for the main ship— 
if there is one — and try to get 
close enough to use the main 
blaster in case your other 
weapons fail. 

Lightspeed is less frustrat¬ 
ing than some other games in 
its genre. For one thing, you 
cannot die in battle. If you find 
yourself in an untenable posi¬ 
tion, surrounded by unfriend¬ 
lies and with all systems out, 
just jump into your escape pod 
and you're back at the 
mothership. Not only that, but 
you're re-equipped with a 
brand-new scout ship. You'll 
retain all of the resources you've 
mined, although you'll be re¬ 
lieved of your acquired equip¬ 
ment upgrades. While purists 
may cite this feature as a defect, 
other players will welcome it. 

The sound (for those with 
sound boards) is quite good, 
and the graphics are equally 
satisfying. While the 3-D space 
scenes are a bit blocky, the 
animation is very smooth. Also, 
some of the scenes in which 
you interact with aliens are 
stunning, with shifting colors 
and some very original crea¬ 
tures. And because of the 
game's open-ended design, 
there's no one right way to 
proceed. Several different tacks 
are possible, making Lightspeed 
a game to be enjoyed time and 
time again. 














EDWARD O. THORP'S 

REAL BLACKJACK 




11 goes without saying that 
there are a lot of different ways 
to gamble with your money in a 
casino. Roulette, faro, craps — 
most of us have heard of these 
games, but unless you've been 
to a casino you probably know 
very little about playing them. 

Blackjack, however, is a 
different story. Almost anyone 


The statistics screen breaks dawn every 
player's performance into a wide 
number of categories. 

can tell you the basic object of 
blackjack: to form a hand with 
a value as close to 21 as possible, 
without going over. If you're 
closer to 21 than the dealer, you 
win; if the dealer is closer, you 
lose. There's more to blackjack 
than that, of course, but the 
simple premise on which it's 
based is probably why black¬ 
jack is one of the world's most 
widely played casino games. 

Knowing how to play 
blackjack and how to win con¬ 
sistently at blackjack are two 
entirely different things, 
though, and that's where Ed- 
loard O. Thorp's Real Blackjack 
comes into the picture. Villa 
Crespo Software went right to 
the source of modem blackjack 
strategy by acquiring the ex¬ 
pertise of Dr. Edward O. Thorp, 
the first person to develop a 
mathematical system to give 
players an advantage in casino 
blackjack. And thanks to op¬ 
tions for designing your own 
"casino," you can make sure 
that Dr. Thorp's advice will 
conform to any type of blackjack 
rules you're likely to encounter. 

Each player can be con¬ 


STEPHEN POOLE 


The style tables allow you to decide your actions for almost every possible 
situation. 


trolled manually or automati¬ 
cally. If you choose the manual 
mode, you can play all the 
hands yourself, or, to liven 
things up a bit, have some 
friends join you to see who 
rakes in the biggest winnings. 
In the automatic mode, each 
player's actions are based on a 
style that you select. 

It's the ability to create dif¬ 
ferent styles for playing and 
money management that lies at 
the heart of Real Blackjack. Five 
easy-to-use tables allow you to 
determine what actions you 
would take in almost any situ¬ 
ation. The tables are based on 
what type of hand you're hold¬ 
ing — a two-card "hard" hand 
(not a pair, and no aces), a two- 
card "soft" hand (contains an 
ace), a pair, etc. The possible 
values of each kind of hand are 
displayed across the top of the 
table, while the dealer's up card 
is displayed along the left side. 
By cross-indexing the value of 
your hand with the dealer's up 
card, you can pick your actions 
based on all the factors you 
would use if you were playing 
the hand manually. Wagers can 
be automatic as well, based on 
card-counting methods or 


betting progressions. 

If you' re playing each hand 
manually, the style you select 
forms the basis for the tutor. It 
reminds you on every hand of 
the bets you should make and 
the actions you should take 
based on the style you've cho¬ 
sen. In the automatic mode, just 
set the number of hands you'd 
like to play — up to 999,999 — 
then sit back and see how your 
new formula works over the 
long haul. You can stop the 
action at any point to see your 
winnings (or losses) and get 
comprehensive statistics for 
every player, including the 
dealer. There's no quicker way 
to find out if you've come up 
with a new winning strategy. 

Edward O. Thorp's Real 
Blackjack has the versatility to 
be a casual game or a serious 
tool — it all depends on how 
much you time you want to 
invest in developing your 
game. This is one instance, 
though, where learning how to 
play a computer game could 
pay for the game itself — and 
maybe a lot more. 




Hardware re¬ 
quirements; 
360K minimum 
memory re¬ 
quired; CGA, 
EGA, or VGA 
color card and 
monitor re¬ 
quired; hard 
disk recom¬ 
mended. 










GALLEONS OF GLORY 


WILLIAM R. TROTTER 


Hardware re¬ 
quirements: 
512K minimum 
memory: VGA, 
EGA, MCGA, 
CGA, and Her- 
cuies graphics; 
supports Ad Lib, 
Soundbiaster, 
Covox, and 
Tandy sound 
boards. 


The premise of this new 
Broderbund game is intrigu¬ 
ing. The time is 1519, and com¬ 
petition between Spain and 
Portugal is fierce. The player 
takes on the responsibilities of 
Captain-General Ferdinand 
Magellan, who set sail from 
Spain on September 20, en¬ 
trusted with the task of finding 
the legendary paso — the ocean 
route to the Far East. 

As if the dangers of wee¬ 
villy bread, unreliable maps, 
disease, and shipwreck were 
not enough, the crew has been 
seeded with Portuguese spies 
and saboteurs, who will steal 
supplies, enflame the crew to 
mutiny, and generally make life 
exciting for Magellan and his 
loyal officers. 

The object of the game is to 
navigate safely the entire east¬ 
ern coastline of South America, 
exploring, mapping, and trad¬ 
ing as you go, until you discover 
the long-sought passage to the 
Pacific. There's a time limit: If 
you don't succeed in your 
mission before the winter storm 
season hits, you' 11 probably end 
up on the rocks somewhere 
near the Falkland Islands. 

Does this sound like a role- 
playing game to you? Well, it 
isn't, or at least it isn't much of 
one. Basically, it's a resource- 
management game in which 
you must determine the pre¬ 
cise balance between discipline 
and compassion, the right mo¬ 
ment to go ashore and make re¬ 
pairs, the right time to replen¬ 
ish the food stocks, and so on. 

At the easiest level 
(Concepcion: An Easy Voyage), 
the crises manifest themselves 
with predictable regularity: 
sails get worn, the hull gets foul, 
the fresh water runs short, and 
one of your officers keeps caus¬ 
ing trouble. Once you know 
how the game is played, it's 
fairly easy to ward off trouble 
just by using common sense 
and good timing. 



Off you go on a voyage of epic discovery. Uh-oh, what's that laughing Portuguese 
up to, over in the comer? 


SanLucar, Spain 
September 20, 1519 


t- 


On the hardest level 
(Trinidad: May God Be with 
You), everything that can go 
wrong, will. If you can't head 
off a mutiny by fingering the 
ringleader, you'll end the game 
marooned on some God-for¬ 
saken sandspit with nothing 
but a barrel of hardtack and a 
canteen, watching your ship sail 
into the distance. 

Most of the game is played 
on shipboard. The point-and- 
click interface could not be 
easier to use: Click once to go 
from one part of the ship to 
another, click again to speak to 
one of the officers available for 
consultation at that location, 
and click again to issue orders. 

You'll need to put ashore 
at any likely looking inlet in 
order to trade with the natives 
(and hopefully cheat them out 
of any loose gold or spices they 
may have lying about), 
resupply your food and water, 
and do maintenance on your 
vessel. Knowing when and 
where to go ashore is a key to 
success in this game. Areas that 
appear to have the most veg¬ 
etation are usually choice spots. 

Each man you talk to can 
supply you with shipboard 
scuttlebutt. But when speaking 
with the various officers, re¬ 
member that some of them are 
just telling you what they think 



Issuing orders to your officers is a 
cinch, thanks to the simple interface. 
Just make sure they're the right orders 
at the right time. 

you want to hear, and some 
may have hidden agendas. 

This is, at times, a clever 
and diverting game, but its 
potential for long-term enjoy¬ 
ment seems limited. Even 
though the coastline and the 
order of events are random¬ 
ized each time you play, the 
range of things that happen is 
fairly narrow. The role-playing 
element is shallow and one-di¬ 
mensional, and the cartoony 
graphics look like something 
left over from an old Sierra 
game. 

Still, Galleons of Glory is 
easy to learn and fun to 
play...for a while. 


















THUNDERSTRIKE 


w.™ Dwight Eisen¬ 
hower warned of the threat of 
an unchecked military-indus¬ 
trial complex, even he could 
never have imagined the mad¬ 
ness depicted in ThunderStrike 
from Live Studios. By 2238, the 
entire earth rests uneasily be¬ 
neath the control of the televi¬ 
sion networks and the defense 
industries. In the most elabo¬ 
rate spectacle ever staged, high- 
tech gladiators vie for ascen¬ 
dancy in a world where ratings 
points are the foundation of 
empires. 

As a fighter pilot for 
MegaCorp Industries, you are 
one of those gladiators. 
Equipped with the latest attack 
fighters, you and dozens of 
other pilots skim the landscape 
looking for ground targets, 
drone fighters, and each other. 
While you also have your own 
ground installations to protect, 
your first priority should be the 
destruction of the drone gen¬ 
erators. With theseout of action, 
the referees can send no addi¬ 
tional drone fighters into the 
arena. This leaves you free to 
clean up the leftovers and go 
on to the next arena. 

Each of the five arenas 
consists of ten rounds, and each 
completed arena is logged into 
your battle record. This is an 
important feature, because if 
you die you can start at the last 
arena you completed. If you 
manage to clear all 50 rounds, 
you're awarded the title "De¬ 
fender of the Ground." 

You have a choice of five 
different ships, each with its 
own strengths and weaknesses. 
The ThunderStrike 18 is a good 
all-around ship, for example, 
while the StrikeHornet 24 is a 
real slug, but the most maneu¬ 
verable ship in the fleet. You'll 
want to choose wisely, by the 
way, since the craft you select is 
the one you must keep 
throughout the competition. 


CARY MEREDITH 



There are no soaps or sitcoms on TV entertainment — instead, life-and-death 
battles are waged. 



Everything you need to know is 
displayed on your fighter's cockpit 
panel. Your view is actually a TV 
broadcast picked up from one of the 
network drones that follow you. 


Your decision will be based 
largely on whether you prefer 
to mix it up in close dogfight¬ 
ing, or to rely on speed to make 
quick hit-and-run attacks. 

Keeping track of your 
shield integrity is crucial, be¬ 
cause once your shields have 
dissipated, you're a sitting 
duck. You lose a bit of shield 
integrity each time you're hit 
by enemy fire or bump into a 
drone. Fortunately, your 
shields can be replenished 
when you destroy certain 
drones and pick up the pods 
that appear. Additional pods 
can be used to equip your ship 
with enhanced defenses, in¬ 
creased firepower, and short 
bursts of blazing speed. 

The HUD (head-up dis¬ 
play) and the instrument panel 
give you comprehensive infor¬ 
mation concerning not only the 
state of your own ship, but also 


the whereabouts of all other 
ships and installations. The at¬ 
tack radar and the MOR (main 
overview radar) are two de¬ 
vices with which you'll want to 
become quite familiar. The 
MOR does what its name im¬ 
plies, giving a complete view 
of the entire arena. It's esf>e- 
cially useful for planning your 
overall strategy. The attack ra¬ 
dar, on the other hand, displays 
what's in the immediate vicin¬ 
ity. Concerted use of both ra¬ 
dars can give you an advan¬ 
tage over the rather mechani¬ 
cal movements of both the 
drones and the other competi¬ 
tors. 

ThunderStrike is a real joy 
to play, whether you choose 
keyboard, mouse, or joystick. 
The landscape scrolls very 
smoothly, giving a realistic 
feeling of skimming the arena's 
surface. Both the animated 
figures and the land emplace¬ 
ments consist entirely of 3-D 
polygons, and are quite simple. 
The overall smoothness of the 
flying, however, makes imag¬ 
ining easy, and you quickly 
begin to feel as if you really are 
in the cockpit of a futuristic 
fighting craft. If you've never 
tried one of Live Studios' fine 
games. Thunder-strike is an ex¬ 
cellent one with which to start. 




Hardware re¬ 
quirements: 
512K minimum 
memory; VGA 
and EGA gra¬ 
phics; Ad Lib 
and Roland 
sound boards 
supported; 
mouse and joy¬ 
stick optional. 

























BATTLETECH: 

THE CRESCENT HAWK'S REVENGE 





Hardware 
requirements; 
640K minimum 
memory; hard 
drive; VGA, 
MCGA, EGA, 
Tandy 16-coior 
graphics; sup¬ 
ports ail major 
sound boards; 
supports mouse. 


B ased on the FASA 
Corporation's BattleTech 
series, Infocom's second 
BattleTech installment is much 
different from its predecessor. 
BattleTech: The Crescent Hawk's 
Inception, the series' debut 
game, is essentially an RPG. 
The follow-up consists of a 
sequence of battle scenarios. In 
each scenario you must move 
to certain lo¬ 
cations and de¬ 
feat a specified 
number of en¬ 
emies, and you 
must complete 
each set of sce¬ 
narios before 
moving on in the 
overall story. 

The story itself follows the 
plot begun in the first game. 
You are still Jason Young¬ 
blood, and you're still trying to 
rescue your father from the 
House of Kurita. You've tra¬ 
velled with your lance of four 
BattleMechs to the planet Lyons 
and hooked up with the 
mercenary Mech regiment 
known as the Kell Hounds. As 
soon as you land, you're in 
command. 

The game's manual gets 
you started quickly, guiding 
you through the first two 
scenarios, and by the time 
you've completed them you're 
ready to proceed on your own. 
The scenarios grow pro¬ 
gressively more difficult, and 
after completing a set of six you 
move on to the next set. Each 
scenario is actually a tactical 
battle situation in which you 
and your Mechs maneuver 
skillfully in order to defeat 
enemy infantry, vehicles, 
Mechs, and even aircraft. The 
game provides an overhead 
map view and a number of 
moving and fighting com¬ 
mands that give you full control 
over your Mechs. 

You can operate your 
Mech at walking or running 



NEIL RANDALL 


speed, or you can order it to 
stop in place. Running speed is 
obviously better in certain 
situations, but causes the Mech 
to build up heat more quickly, 
and overheating is fatal. With 
the Move command, place the 
highlighted square where you 
want the Mech to stop 
(including various "legs" along 
the way) and press Enter. The 
Mech will make its way to the 
destination you've specified. 


scenarios include dropships. 
These invaluable craft orbit the 
planet, providing you with 
reconnaissance, firepower, and 
strafing and barraging capa¬ 
bilities. Learn your way around 
the dropship well—you'll need 
all of its assistance. 

What's especially nice 
about The Crescent Hawk's 
Revenge is the manner in which 
you're led through scenarios of 
increasing complexity. As you 



You can expect this kind of graphics detail at various points in the game. 
The actual play graphics aren't as sharp, however. 


The best approach — for 
starters at least — is to order 
your Mech to fire defensively. 
When you know you have to 
take out a number of enemies, 
select Fire at Will. If you need to 
conserve ammunition, give 
orders not to fire at all. The 
targeting procedure gives you 
even greater control, as you can 
specify which enemy unit you 
want each Mech to concentrate 
on. The default is defensive fire, 
by the way, so your Mechs 
aren't going to get blown away 
just because you forgot to tell 
them what to do. 

You have ground vehicles 
to command in later scenarios, 
and after a certain stage in the 
game (the year 3052) the 


move through the scenarios you 
develop a real sense that the 
war on Lyons is escalating, a 
fact that becomes very apparent 
with the appearance of the 
dropships. Between scenarios 
you receive situation updates 
along with new briefings; the 
updates verify the degree to 
which the war is escalating. 

No single scenario takes 
an overwhelming amount of 
time to play, but the sheer 
number of scenarios makes the 
game last a long time. The 
Crescent Hawk's Revenge takes 
the BattleTech into a territory 
far different from the original 
installment, but it's a positive 
direction indeed. 

OP 








TUNNELS AND TROLLS 

OIUSADERS OF KHAZAN 


niEIL RANDALL 



It's fantasy role-playing 
time again, with a direct de¬ 
scendant of the Wizardry tra¬ 
dition. TuntielsandTrolls comes 
by this heritage honestly, 
however, its parent game hav¬ 
ing been one of the first com¬ 
petitors of the original Dun¬ 
geons and Dragons. But while 
T&T didn't do all that well as a 
paper role-playing game, it 
should do just fine in the com¬ 
puter FRP arena, especially for 
those who like the monsters- 
and-treasures brand of adven¬ 
ture. 

New World Computing is 
the same group that publishes 
the Might and Magic series, but 
T&T is significantly different 
from that series. In fact, T&T is 
among the growing number of 
FRP games that emphasize an 
overhead view and a simple 
interface, as opposed to M&M's 
(and Wizardry s and Advanced 
Dungeons & Dragons') first- 
person perspective and rich but 
complex interface. What this 
game tries to do is offer an easy- 
to-play multi-character game, 
something we've seen far too 
little of. 

You begin by creating 
characters, of course, but even 
this is quite simple. There are 
only four races (human, elf, 
dwarf, and hobb) and three 
character classes (warrior, 
rogue, and wizard). What there 
are lots of, by contrast, are lan¬ 


guages. Everyone 
knows the Com¬ 
mon tongue, but 
Elven must be 
learned by every¬ 
one but elves, 

Dwarvish by all 
but dwarves, and 
so on. You'll have 
to learn Orcish to 
communicate 
with ores. Foul- 
speak to hear 
from ogres or 
trolls, Elysian to 
make small talk with merfolk, 
centaurs, manticores and the 
like, and other tongues to get 
information from reptiles, dogs, 
and even eels. Languages have 
always been poorly handled in 
both fantasy games and books, 
but T&T’s effective and fasci¬ 
nating system is a step in the 
right direction. 

Like virtually all FRP 
games, T&T is based on explo¬ 
ration. You make your way 
around each city, buying items 
and learning sldlls and spells, 
then leave the city to explore 
the large, populous country¬ 
side. Your goal is to free the 
wizard Khazan so that he can 
lend his might in the battle 
against evil, but you will en¬ 
counter myriad dangers along 
the way. You fight using T&T's 
tactical combat system, which 
gives you control over each in¬ 
dividual character. This system 


is both quick and effective, and 
some battles are quite exciting. 
There's far too much fighting 
in this game, but that's a prob¬ 
lem inherent to the genre and 
one that has only recently be¬ 
gun to be addressed. 

Wizards have six levels of 
spells — from one that opens a 
locked door to one that levitates 
allies, creates mirages, and 
summons elementals. For 
warriors, T&T offers 13 pos¬ 
sible armor acquisitions and 
nearly 50 different weapons. 
Each weapon has its own at¬ 
tribute requirements, as do 
some of the armor pieces, and 
some are extremely expensive. 

T &T offers a highly attrac¬ 
tive, extremely usable interface. 
The graphics in its overhead 
view are often unspectacular, 
but the interface itself is very 
appealing. With all the side 
quests offered your adventur¬ 
ers, and the speed of game play, 
it is a rich, solid role-playing 
effort despite its lack of inven¬ 
tiveness. If you're an FRP buff, 
or you're looking for a place to 
start, you won't be disap¬ 
pointed. 




Hardware 
requirements: 
640K min¬ 
imum mem¬ 
ory; EGA, 
CGA, or Tan¬ 
dy 16-coior 
graphics; 
mouse 
optional. 



















SPECIAL WINTER CES EDITION! 


j vatar is on the move 
|the second installment 
n's Worlds of Ultima 
hrtian Dreams (the first 
installment was The Savage 
Empire, reviewed elsewhere in 
this issue). This time we find 
him at the 1893 Columbian Ex¬ 
position in Chicago, where he 
meets Sigmund Freud, Teddy 
Roosevelt, Rasputin, and Tho¬ 
mas Edison. Finding things in 
Chicago a little boring. Avatar 
transports himself and a group 
of very interesting people to 
Dreamworld on the planet 


ULTIMATE DREAMING 

Mars. Fantasy and reality be¬ 
come one in Dreamworld, pav¬ 
ing the way for an interactive 
adventure that includes Nikola 
Tesla,NellieBly,CalamityJane, 
William Randolph Hearst, and 
many others. 

The designers of Martian 
Dreams credit the reality-bend¬ 
ing works of artist M.C. Escher 
as the inspiration for Dream¬ 
world, while the futuristic 
writings of Jules Verne and 
H.G. Wells helped shape the 
game's plot. The quick preview 
at the Winter Consumer Elec¬ 


tronics Show looked very 
promising. 



Is it real or isn't it? You can never be 
sure as you move through the 
surreal landscapes in Origin's up¬ 
coming Martian Dreams. 


ENCORE FOR 
WING 

COMMANDER 
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Face new inter¬ 
stellar enemies 
in Wing Com¬ 
mander 11: Ven¬ 
geance of the 
Kilrathi. 


ing Commander, 
player's Best PC 
:tion Game in 1990, 
sequel title. An¬ 
nounced at Winter CES, 
Origin's Wing Commander II: 
Vengeance of the Kilrathi, is 
scheduled for release in late 
spring, and will feature a new 
starfighter 
fleet, more 
missions, and 
new characters 
in a continua¬ 
tion of Wing 
Commander's 
storyline. 

Wing Com¬ 
mander 

[proved 256-color 
VGA graphics and digitized 
backgrounds, and features ex¬ 
tensive speech synthesis using 
the CMS Soundblaster speech 
chip. There will also be an 
original AdLib-compatible or¬ 
chestrated musical score. 


boasts i 



MEDIEVAL MURDER 


Make sure that you thoroughly search every room for clues in Cadaver. 


adaver is the first title 
from Arena Entertainment, a 
new software line from U.K.- 
based Mirrorsoft and U.S.- 
based Spectrum HoloByte. In 
Cadaver, a fantasy role-plapng 
game, you take on the persona 
of Karadoc, an adventurer who 
is trying to track down a mass 
murderer. Armed only with 
sword, shield, and armor, you 
must explore Castle Wulf in 
search of clues and helpful ob¬ 


jects. You should also be on 
the lookout for trapdoo*g|g 
dungeons, and secret pas¬ 
sages. As in most role-play¬ 
ing games, experience raises 
your status levels and earns 
you magical spells. You've go^ 
to be observant in Cadaver, 
because only your deductive 
skills can stop this medieval 
Jack the Ripper from claiming 
another victim. 




















MORE FROM 
MICROPROSE 



Explore the strange world of 15th-century Germany in Darklands. 


icroProse an- 
nat^ed a variety of new 
ti^esat CES. Twilight 2000 is 
a rote-playing game set in 
Poiana aunng the aftermath 
of World War UI. You help 
build a new society from the 
rubble and try to survive the 
brutal reality of the new or¬ 
der. In F-lUA Nighthawk, a 
flight simulator based on F- 
19 Stealth Fighter, you carry 
out combat and intelligence 
missions over nine countries, 
including Panama, Iraq, and 
northern Japan. Supplemen¬ 
tal mission disks will be 
available in the future. 

MicroProse also an¬ 
nounced Darklands, a role- 
playing game set amidst the 
violence, corruption, and su¬ 
perstition of 15th-century 
Germany. You're the leader 
of a party of four adventur¬ 
ers who are trying to gain 
fame and immortality 
through various quests. But 
you have to remember that 
the problems and tasks which 
confront you are shaped by 
the attitudes and events of 


the time, so traditional solu¬ 
tions are, in most cases, not ef¬ 
fective. 

Another new role-playing 
game is Timequest. Developed 
by Legend Entertainment 
(Spellcasting 101: Sorcerers Get 
All the Gi'r/s), Timequest takes 
you on a journey through a span 
of three thousand years—from 
the building of Stonehenge to 
the fall of Nazi Germany — to 
repair time distortions created 
by the sinister Zeke S. Vet- 
tenmyer. During your travels 


you meet the likes of Julius 
Caesar, Hitler, Napoleon, 
Cleopatra, and Michelangelo, 
among others. MicroProse 
promises that the game's set¬ 
tings are historically accurate. 

Finally, you can save the 
desert planet of Rhylanor 
from lethal toxins in 
Megatraveller II. This sequel 
features design improve¬ 
ments, interface enhance¬ 
ments, and additional op¬ 
tions not included in the 
original. 


MIGHT & MAGIC III ON THE WAY 


ANOTHER 

DIMENSION 


Mz 


ew World Com- 
Kontinuing the Might 
Baga with the release 
^ t & Magic III: Isles of 
Terror. Once again you are pit¬ 
ted against your archenemy 
Sheltem, but this time his 
scheme is particularly vile. 

It seems there is an ancient 
Terran legend that says the 
Great Sea islands were created 
by celestial beings. Sheltem 
therefore sees the islands' in¬ 
habitants as impure aliens, and 
is determined to eliminate the 
innocent islanders through 


genocide. You and your band 
of adventurers, along with 
Corak the wizard, must travel 
to the islands and stop his plan. 

Might & Magic III has ten 
categories of adventurers: 
knight, paladin, archer, cleric, 
sorcerer, robber, ninja, barbar¬ 
ian, druid, and ranger. There 
are also over 250 magic spells 
and objects to help you in your 
quest. 

Debuting at Winter CES, 
Might and Magic III looked 
particularly impressive. 
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ata East's new Con- 
Ivas designed with 
Ir-based stress reduc- 
a brain-wave optimiza¬ 
tion techniques in mind. You 
can play in action mode, which 
features fast-paced arcade ac¬ 
tion, or emotion mode, where 
all competitive game factors are 
eliminated. The three-dimen¬ 
sional Continuum world has 
more than 250 rooms located in 
12 different mood realms. You 
pilot one of six aircraft through 
the rooms and view your jour¬ 
ney from many different cam¬ 
era angles. 















NEW SIERRA 
TITLES 

t Winter CES, Sierra 
announced a continued rela¬ 
tionship with Game Arts with 
the release of Firehawk: Thexder 
— The Second Contact and 
Zeliard. Firehawk, an arcade-ac¬ 
tion game, is set four years after 
the end of its 
predecessor, 
Thexder. Aliens 
are invading 
Earth, and once 
again Thexder 
must destroy 
the invaders by 
using his trans¬ 
forming battle 
suit, which is equipped with 
more weaponry and firepower 
this time around. Thexder must 
zoom through nine different 
combat missions in an attempt 
to cripple the aliens' mother- 
ship and save Earth from the 
extraterrestrial threat. 


The other title announced 
by Sierra/Game Arts, Zeliard, is 
a multilevel dungeon-adven¬ 
ture game. Players confront 
magic and monstrous creatures 
as they explore seven subterra¬ 


nean levels on a quest to find 
the magical jewels that will 
help free a captured princess. 
Players also interact with lo¬ 
cal villagers to gain valuable 
information and equi 


TWO NEW 
FANTASY 
ADVENTURES 


MM t Winter CES, Inter- 
pl^pBounced Lexi-Cross and 
a Corpse, two fantasy- 
^venWre titles. In the 21st 
century, the latest television 
craze isn't "Twin Peaks" but 
Lexi-Cross, an addictive and 
challenging word game. A 
combination of Scrabble, Wheel 
of Fortune, and Concentration, 
Lexi-Cross requires players to 


decipher a 150-tile board by 
buying vowels, spinning a 
money wheel, and asking for 
clues. Sound like fun? Not if 
you lose — things aren't quite 
the same for losers in the 21st 
century. 

In Cruise for a Corpse, a 
1920s murder mystery, a mur¬ 
derous villain is hunting jet-set 
guests aboard the yacht of 
wealthy Niklos Karaboudjan. 
You play Raoul Dusentier, a 
renowned master detective, 
and must ferret out the mur¬ 
derer before another guest bites 
the dust. 


HOOP DREAMS 

JB magine playing on a bas- 
^■ball team comprised of 
■trick Ewing, Dominique 
Wilkins, and Joe Dumars. Then 
imagine playing against this 
team. You can experience both 
in The Dream Team: 3 on 3, from 
Data East. 

Dream Team gives you 
player shot selection, complete 
defensive and offensive strat¬ 
egy control, and on-line stats 
that change as your players' 
abilities change. 


verlord, a futuristic 
role-playing game from Virgin 
Mastertronic, was announced 
at Winter CES. In the game, 
you are a mysterious traveller 
who colonizes the planets in a 
sparsely populated galaxy and 
takes on the role of Overlord. 


GOOD VS. EVIL 

You must become a great 
leader, training armies, raising 
money, building mining facili¬ 
ties, and growing and distrib¬ 
uting food to your new "chil¬ 
dren." You try to protect your 
charges from the evil entity who 
is raising an army of sinister 


goons to take over the uni¬ 
verse. You and your colonies 
will be forced into fighting a 
grand battle of good versus 
evil. But in the outcome, there 
is only one Overlord. 
































NEW FIGHTER SIMULATOR 


S I pectrum HoloByte 
|on release the long- 
a Falcon 3.0, an F-16 
simulator that the com¬ 
pany promises will be com¬ 
pletely authentic. The fighting 
arena will encompass 270,000 
square miles, with combat in 
Kuwait, Panama, and Israel. 
Players will face an array of 
enemy weapons that include 
SAMs, AAA, Hind helicopters. 
Mirages, and four types of 
MIGs. 

Players can choose from 
three different game modes: 
Instant Action, Fighter Weap¬ 
ons School, and Campaign. 
Instant Action is an arcade fea¬ 


ture which puts you in the seat 
of an F-16. Fighter Weapons 
School lets players create and 
edit original training missions, 
while the Campaign mode 
places you in control of a 
squadron of 16 planes. Since 
the computer assigns new 
missions according to the 
squadron leader's success 
record, no two campaigns will 
ever be exactly the same. 

Special features include 
High Fidelity, which lets play¬ 
ers with math coprocessors turn 
Falcon 3.0 into a mini-flight 
trainer. The Padlock option 
eliminates "blind spots," as it 
pans the player's perspective 


to keep an eye on enemy air¬ 
craft. Hight buffs with extended 
memory sys¬ 
tems can re¬ 
view their fly¬ 
ing skills with 
Falcon 3.0’s 
TACTS (Tacti¬ 
cal Aircrew 
Combat Train¬ 
ing System) 
option. 

Two-player missions re¬ 
quire two PCs linked by mo¬ 
dem or a direct-connect cable. 
Players can fly either a joint 
mission or battle against one 
another in head-to-head com¬ 
bat. 






SPORTS 


Drive Monte Carlo's pro racing 
circuit in h/fario Andretti's Racing 
Challenge. 

lectronic Arts an¬ 
nounced at Winter CES two 
new sports simulations: Mario 
Andrtlti'sRacingChallenge&rxd 
Earl Weaver Baseball 11. In 
Racing Challenge, you live the 
life of a racing champion. 


Earl Weaver 
Baseball II of¬ 
fers a variety 

tures and a 
brand-new 
look. 


FUN FROM ELECTRONIC ARTS 


starting your professional ca¬ 
reer on a dirt bull-ring track 
driving Sprint cars. If you're a 
skillful driver, you can progress 
to the Modifieds, Stock, Sports 
prototypes, Formula-1, and fi¬ 
nally Formula-1 tournaments. 
You drive six different racing 
circuits and a variety of pro 
courses. And Mario Andretti 
himself offers plenty of racing 
tips throughout the game. 

Earl Weaver Baseball U picks 
up where its namesake left off. 
Earl Weaxjer II includes many 
new features, one of which al¬ 
lows you to download up-to- 
the-minute player stats from 


on-line services so that you can 
maintain realistic rosters 
throughout the baseball season. 
Another feature lets you watch 
hitting, fielding, running, and 
pitching from 
several "TV" 
angles. Elec¬ 
tronic Arts 
promises that 
game play in 
Earl Weaver 
Baseball II is 
much more re¬ 
alistic than the original. And 
from our quick look at CES, 
Electronic Arts is right. 


SKARA BRAE REDUX 


flipV he townsfolk of Skara 
Bflb are a tormented lot. It 
^Kns that every few years an 
*ading horde reduces their 
homes to rubble, and it's hap¬ 
pened once again in The Bard's 
Tale III: Thief of Fate. 


In the third episode of 
Electronic Arts' popular role- 
playing series, you are once 
again the leader of a group of 
intrepid adventurers. You must 
destroy the Mad God Tarjan, 
the master of the evil Mangar 


whom you defeated in The 
Bard’s Tale II. Only bravery, 
luck, and the skillful use of 
magic can vanquish Tarjan and 
restore your homes. 





















1NEXIDIMENIN... 



A COL-OR-Cybergenic Ranger's 
lile-like VGA 256 colors .and 
uniifue blend of fine art and 
ptiotography will exceed all your 
expectations! 

A ACTION-2-D and 3-D 
environments with multiple 
scrolling Backgrounds and 
Random World Generator System 
combine to give you unequalled 
galactic thrills! . 

A REALSOUND'digitized music 
'and SFX take you through the • 
journey of a lifetimeJ The 
ultimate in computer sound 
technology! . 

A MS-DOS 640K, 12-i-MHZ 
best play 16 +MHZ 



FOR DIRECT ORDERS VISA/MASTERCARD DR 
NAME OF YOUR NEAREST RETAILER CALL: 


1-800-255-2374 y/IOO 


INTO THE SWING OF THINGS 


icroLeague'^ 
R/ Pro may not get 
Jdasters, but it may 
*alM tcfflelp your golf handi¬ 
cap. Personal Pro, announced at 
Winter CES, is described as in¬ 
teractive instructional software 
that customizes itself to indi¬ 
vidual golfers. The program 
features analysis and a check¬ 
list solution. The checklist 
shows playing faults that must 
be corrected, swing elements 


that need to be utilized, and a 
list of important game play re¬ 
minders. 

Other Personal Pro features 
include a swing consultant, 
animated diagrams, personal 
experience profile, and interac¬ 
tive analyzer. MicroLeague tells 
ds that Personal Pro also has the 
ability to change the level of its 
advice as your own game 
chainges and improves. 


HAVE AUTOMAGNUM. WILL TRAVEL 



Collect a hefty 
bounty for suc¬ 
cessful missions 
in Hard Nova. 


or Nova, the tough- 
«ii|[fl9ercenary in space, it seems 
m a woman's work is never 
dibne. She's been sent to a wild 
frontier system in the 
Triangulum Gal¬ 
axy to recruit a 
crew of pilots, 
gunneTs, pro¬ 
grammers, and 
engineers to help 
stop an intensify¬ 
ing level of inter¬ 
stellar aggression 
in Electronic Arts' Hard Nova. 

Nova and her gang take a 
string of dangerous but profit¬ 
able jobs that include gun run¬ 
ning, kidnapping, assassina¬ 


tions, and space warfare. In¬ 
teraction with other charac¬ 
ters is important, and the dia¬ 
logue interface allows an ex¬ 
change of information, lies, 
flattery, bribes, favors, and 
threats. To eliminate the 
threat of aggression. Nova 
and her pals must travel to 
many different places: bars, 
casinos, colonies, and space¬ 
craft, as well as several dif¬ 
ferent planets. And to avoid 
any possible gender-identity 
crises, you can also play the 
game as a rugged (and male) 
character named Stark. 


MODEM 

MUNICIPALITY 

initel Services 
las introduced 
on-line interac- 
ervice. Unlike 
similar services. Metropolis is 
not arranged as a database. In¬ 
stead, it's more like an actual 
municipality, complete with 
Citizens' Directories, Visitors' 
Center, Communication Cen¬ 
ter, Library, and Recreation 
Center. Players access the ser¬ 
vice by modem, using either 
standard telecommunications 
software or Minitel's special 
software, offered free of charge 
to any subscriber. 


In the Recreation Center, 
you can play any of 21 interac¬ 
tive games. Many of the games 
are multi-player, and most are 
for experienced interactive 
players only. Just as in a real 
city, the "residents" can also 
take time out to chat with their 
neighbors. 

But don't forget that all 
citizens must pay their property 
taxes. Although there are no 
monthly minimums or regis¬ 
tration fees. Metropolis costs 
16 cents per minute in the U.S. 
and Canada. Interested gamers 
can contact Minitel by writing 
to 2900 Westchester Avenue, 
Suite 101, Purchase, New York 
10577, or by calling (416) 292- 
7705. 
















LETTHEGOVERNMENTFINANCE 
your new or existing small business. 
Grants/loans to $500,000. Free 
recorded message: (707) 448-0201. 
(HG8) 



Classified and small space Display 
advertisers can now take ad¬ 
vantage of the targeted and highly 
enthusiastic Game Player's PC 
Strategy Guide audience at 
reasonable rates. 

Display Classified rates 
$150 per collumn iitch 

Call Olivia Merritt at (201)703-9500 
for more information. 


ENTERTAINMENT SOFTWARE AND ACCESSORIES 

IBM PC/COMPATIBLES - MACINTOSH • AMIGA - COMMODORE 64 
ATARI ST • APPLE II /MGS • LASER 128 • ATARI LYNX • SEGA GENESIS 


CAN'T FIND IT? WE STOCK HARD-TO-FIND TITLES AS WELL 
AS ALL THE POPULAR TITLES AT LOW, LOW PRICES! 

fKRAiTKCijOYST^ II& IBMPC 1 

! REGULAR PRICE -29.95 • NOW ONLY $1 7.88! J 


FOR MORE INFORMATION OR A CATALOG. CALL US AT: 

ROAN MARKETING • 708-882-0505 






220 PC GAMES! 


BLACK JACK GAME • IBM compatible, 5.25" or 
3.5’ Up to 10 Decks, on screen probability 
and tutorial, S12.95 ppd, check or m/o to: 

Mar Kal Software Assoc. 

PO Box 7237 . W, Trenton, NJ 08628 




THE ONLY SOUND ENHANCEMENT BOARD 
THAT WORKS WITH >4ZZ PC GAME TITLES v 


SOUND 


MORE THAN A MUSIC CARD-A LOT MORE! 

le support of leading game publishers, Sound 


Improves your existing PC sound quality! Plus you get an advanced 
3-voice music synthesizer and a DMA driven digitizer for real life 
speech, multi-voice music, and sound effects-just like an Amiga, Apple 
lIGS, or Tandy 1000 SL/TL/RL Electronic volume and pan adjustment. 
True multipart music, speech, sound effects, internal speaker sup- 
port...all in STEREOI Dual digital input ports (with power and ground) 
accept Atari, Commodore, and other true game-machine joy-sticks and 
other 'real world' input devices 

A COMPLETE PRODUCT. Speakers included! Or use your own 
stereo headphones or Hi-Fi system. Comes with demo and utility 
software. Board installs in minutes into an available slot (not for use 
with micro-channel bus). One year warranty. Proudly made in the 
U.S.A. Covox has been manufacturing PC audio and voice recogni¬ 
tion products since 1983. Call, FAX, or write for FREE- 


TO ORDER BY PHONE: 

Call (503) 342-1271 (8-5 PST) and 
have your VISA/MasterCard/AMEX 
ready. Shipping cost is $5 per order, 
or $8 for fast 2nd day air delivery. 
Most phone orders processed within 
2 working days. Sorry, C.O.D.’s not 
accepted. If ordering by mail, allow 
two weeks for personal checks to 
clear. 30 day return guarantee if not 
totally satisfied. Please specify 
puter make when ordering. 


BEST VALUE FOR A PC SOUND CARD-ONLY $119.95 


TEL 503-342-1271 


C0\0\ INC. 

675 Conger St. 

Eugene. OR 97402 BBS 503-342-4135 
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Access Software 

Electronic Arts 

MicroProse 

4910 W. Amelia Earhart 

1820 Gateway Drive 

180 Lakefront Drive 

Dr. 

Salt Lake City, UT 84116 

San Mateo, CA 94404 

HuntValley,MD21030 

Event Horizon Soft¬ 

Minitel 

Accolade 

ware 

2900 Westchester Av¬ 

550 South Winchester 

3431- A Benson Avenue 

enue 

Blvd. 

Baltimore, MD 21227 

Suite 101 

San Jose, CA 95128 

Infocom 

Purchase, NY 10577 

Activision 

3885 Bohannon Drive 

New World Comput¬ 

3885 Bohannon Drive 

Menlo Park, CA 94025 

ing 

Menlo Park, CA 94025 


20301 Ventura Blvd. 


Interplay 

#200 

Broderbund Software 

1575 Corporate Drive 

Woodland Hills, CA 

17 Paul Drive 

San Rafael, CA 94903 

Costa Mesa, CA 92626 

91364 


Interstel 

Origin 

Capstone 

17217 El Camino Real 

110 Wild Basin Road 

14610 S.W. 139th Court 

Houston, TX 77058 

Suite 330 

Miami, FL 33186 

Koei 

Austin, TX 78746 

Cinemaware 

1350 Bay shore High¬ 

Paragon Software 

4165 Thousand Oaks 

way 

600 Rugh Street 

Blvd. 

Suite 3540 

Suite A 

Westlake Village, CA 
91362 

Burlingame, CA 94010 

Greensburg, PA 15601 


Live Studios 

Rainbow Arts 

ComputerEasy 

30151 Branding Iron 

3431- A Benson Avenue 

414 E. Southern 

Road 

Baltimore, MD 21227 

Tempe, AZ 85282 

San Juan Capistrano, 


CA 92675 

Sierra On-Line 

Data East 


P.O. Box 485 

1850 Little Orchard 

Lucasfilm 

Coarsegold, CA 93614 

Street 

P.O. Box 2009 


San Jose, CA 95125 

San Rafael, CA 94912 

Spectrum HoloByte 

2061 Challenger Drive 

Dynamix 

MicroLeague Sports 

Alameda, CA 94501 

99 West 10th Street 

2201 Drummond Plaza 


Suite 337 

Newark, DE 19711 

Three-Sixty 

Eugene, OR 97401 


2105 S. Bascom Avenue 

MicroPlay 

Suite 380 


180 Lakefront Drive 
HuntValley,MD21030 

Campbell, CA 95008 


Villa Crespo Software 
1725 McGovern Street 
Highland Park, IL 
80035 

Virgin Mastertronic 
711 West 17th Street 
Unit9G 

Costa Mesa, CA 92627 

Wesson International 
500 S. Capital of Texas 
Highway 
Bldg. 5, Suite 200 
Austin, TX 78746 
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Continuum. 

A New Dimension of Gaming 


Data liasi USA, inc.. 1850 Little Orchard Street, San Jose, CA 95125. 
(408) 286-7074. 

(XJNTINUUh*: TM 1990 Data East USA, Inc. Game program © l‘)90 
Infograme'- SA. United Stales and Canailian copyright Data East USA, Inc. 
Manufacircd by Data East USA, Inc. under license from Infogrames. 


Soar into Continuum for a new and 
different journey. Explore a vast geomet¬ 
ric labyrinth of shapes and colors in 
search of the 16 crystals and 16 cubes 
needed to complete your quest. 

At the helm of your Mobile, cruise 
through 12 maze regions and 256 
unique rooms - where the laws of 
gravity and physics need not apply. 
Navigate through force-fields and 
counter-forces that'll knock you 
off a platform or straight up in 
the air. 

A few wrong turns and 
you could end up back where 
you were several rooms ago 
- wherever that was. So 
plot your course wi.se!y 
and track all your moves. 

Enjoy your trip 
without the pressure of 
a time clock - 
Continuum is not a 
race. It’s an explora¬ 
tion. And with so 
many decisions to 
make and routes 
to take, your 
strategy for 
each new jour¬ 
ney shapes a 
new adven¬ 
ture every 
time you 
play. 



Make IliE Purr Qr 
Missive Cur... 

Crouch down and read the green. The only thing between you and the final 
money rounds is fifteen feet of landscape thaf s flat to everyone but a golfer. Will 
a hard break turn into heartbreak? Join the PGA TOUR® and find out for yourself 



The pressures of a PGA TOUR® pro 

Play in real tournaments on real courses: 
^ TPC at Sawgrass, TPC at Avenel, and PGA 
West Stadium Course. Bonus course— 
tournament-tough Sterling Shores. 
Compete against 60 PGA TOUR pros in 
foiu' round tournament play. Pro stats 
modeled after real players' scores. 

Fight to finish in the money. Keep track 
^ of the top cash winners through the 
Leading Money Winners board. 


The best of live action TV coverage 

Panoramic fly-by shot and look-back view 
give you real TV-styie coverage. 

Ten featured PGA TOUR pros give per- 
sonai insights on each hole. 

Check the leader board at any time for 
%>> the latest in TOUR standings. 

Announcers keep you posted on impor- 
hh tant shots and changes in standings. 


Acfwate and addicting 

Unique 3D topographical grid lets you 
^ read the contours of the greens. 

Select special shot options like chip, 
punch and fringe putting. 

Club selection and ball lie affects spin on 
the ball. 

Track your own statistics in real PGA 
w TOUR categories like driving accuracy, 
par breakers, and putting average. 


SUPPORTS 


AdLib 

MUSIC CARD 



ELECTRONIC ARTS* 


HOW TO ORDER: 

Visit your retailer or phone with VISA/MC:USA or Canada, 
800-245-4525, Mon-Fri, 8am-5pm Pacific Time. IBM and compatibles 5.25" 
version $49.95 (3.5" available). Screen shots represent IBM version. IBM is a 
registered trademark of International Business Machines Corporation. 
TPC is a registered trademark of PGA TOUR* INC. 



















Is made from these scans* nor do we offer anything 
avaitat^ie from the Publishers themselves. 


v)ss anyone ^eTiihg releases from 

,-nd do'let us know. 


Our goal is to preserve classic video game magazines so that 
they are not lost Permanently. 


People interested in helping out in any capacity. 
I Please visit us at www.retromags.com. 


Thank you! 



